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YOU WAKE UP COVERED IN G00, FLICKERING LEDS AND DIMLY GLOWING 
COMPUTER SCREENS ILLUMINATING THE DUSTY ROOM AROUND YOU. 
YOU ARE SLUMPED HALF-OUT OF AN OPEN POD, THE DRYING <-f { i} 
REMNANTS OF A FOUL-SMELLING FLUID ON THE FLOOR. ; 4 


STUMBLING TO YOUR FEET, YOU TRY TO PIECE THINGS TOGETHER. aes 
WIPING DUST FROM A POWERLESS COMPUTER MONITOR YOU SEE r 
YOUR REFLECTION, AND THINGS START TO SLOWLY COME BACK TO a 


YOU. 

YOU ARE... YOU. YOUR MEMORIES ARE A LITTLE HAZY, BUT YOU 
REMEMBER YOUR LIFE IN THE 21ST CENTRURY. THIS DOSN’T LOOK LIKE 
21ST CENTURY TECHNOLOGY AT ALL. YOU ARE IN SOME SORT OF HIGH-TECH LABORATORY, WITH 
UNFAMILIAR EQUIPMENT, AND ROWS OF WHAT YOU CAN ONLY ASSUME ARE SUSPENDED ANIMATION 
PODS STRETCH OFF INTO THE DARKNESS. WHEREVER YOU ARE, YOU’VE BEEN HERE FOR SOME TIME, 
THIS PLACE LOOKS LIKE IT IS LONG ABANDONED. 

YOU ARE IN THE FAR FUTURE. 

YOU FIND A WORKING MONITOR, AND DUST IT OFF. ACCORDING TO THE DATA YOU WERE THE VICTIM 
OF A SLEEPING SICKNESS PLAGUE THAT SWEPT THE WORLD. YOU AND OTHER SURVIVORS WERE 
PLACED INTO SUSPENDED ANIMATION PODS TO AWAIT A CURE. THEN WHEN IT CAME TIME TO REVIVE 
YOU, YOUR DESCENDANTS SIMPLY DECIDED NOT TO PAY THE COSTS TO BRING YOU BACK. YOU WERE 
CURED BUT LEFT IN LEGAL LIMBO. 

IT LOOKS LIKE YOU EVENTUALLY BECAME THE PROPERTY OF A CORPORATION THAT USED YOUR BODY 
AS A TEST-BED FOR BIOLOGICAL ENHANCEMENTS. THIS LAB HAS THE REMAINS OF THOSE 
EXPERIMENTS... EVO-VIAL SERUMS THAT ONCE TAKEN GRANT YOU AMAZING ABILITIES. 


WHAT DO YOU DO? 


TAKE THE SERUMS 
Why not? Who knows what this 
world has in store for you? An 
inbuilt genetic advantage is worth 
the time it’d take to sort through 
the dusty vials, computerized 
records, and abandoned 


LOOT STUFF 


You are naked, covered in drying 


slime, and are hungry. It’s 
definitely time to look for some 
clothes, and judging from the looks 
of this place maybe search for 
something to defend yourself 


HELP THE OTHERS 


Most of the pods lost power long 


ago, and the people floating in 


those are long dead. However, 


there are some pods that still have 


living people in them, and there is 


just enough power left to revive a 


equipment. with. handful of them. 
@ You have 40 vials @ You have 15 vials @ You have 20 vials 
@® You can loot 15 items @ You can loot 40 items @ You can loot 20 items 


@ You can wake 4 companions 


@ You can wake 4 companions 


THE EVO-VIALS 


You can wake 8 companions 


LONGEVITY I 


Become physically younger. 


LONGEVITY II 


Become even younger. 


LONGEVITY Il 


Become biologically immortal. 


@ You de-age to 1/2 your age @ You de-age to 1/4 your age @ You de-age to 1/8 your age 
(e.g. 48 becomes 24) (e.g. 48 becomes 12) (e.g. 48 becomes 6) 

@ From now on you only age 1 @ From now on you only age 1 @ From now on you only age 1 
year for every 2 years lived year for every 5 years lived year for every 10 years lived 

@ Any health issues you have @  Brain/nerve issues @ Your hair turns white, it can 
(short-sightedness, diabetes, (dyspraxia, depression, be hidden with Chameleonic 
heart issues, asthma, etc) are anxiety, etc) are repaired @ You will stop aging once you 


repaired 


Requires you to take Longevity | 


reach your physical prime 


Requires you to take Longevity II 
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RESILIENCE 

Fast-clotting black blood, multiply- 

redundant organs, etc... everything 

science from after your time could 

do to make humans more rugged. 

@® Only instantly-fatal wounds 
will kill you 

@ Injuries heal 10x faster 

@ Injuries still inconvinience 
you and cause pain (a broken 
leg is still a broken leg) 


RADCYCLER 


A new organ removes toxins from 

your system, creates cancer-eating 

immune cells, and repairs DNA. 

@ You are immune to toxins, 
poisons, and venoms 

@ Genetically stable, radiation 
will not cause you or your 
descendants to mutate 

@ Limited immunity / increased 
resistance to rad poisoning 


BRUTE STRENGTH 

Boosts muscle mass and density. 

@ = Get fit, with an emphasis on 
increased muscle power 

@ You'll never need to exersize 
to maintain your strength 

@ You'll need to eat much more 

You can use up to 3 of these vials: 

vial 1 makes you stronger, vial 2 

gives you peak human fitness, vial 

3 makes you superhumanly buff 
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SPEED REFLEXES 
An overhaul to your nervous 
system, allowing to you sense and 
react to stimuli much faster than 
any baseline human. 

@ React 10x faster 
@ Increased sense of touch, 


heat, etc 
@ You feel pain more too 


VORIC BLOOD 


When exposed to air or water your 

blood becomes highly corrosive. 

@ You are immune to the voric 
effects of your blood 

@ Your injuries heal 10x faster 
(100x faster with Resilience) 

@ You are immune to parasites 
and have a natural defence 
against vampires 

@ Reduced ability to feel pain 


ENERGIZED BUNNY 

Evolve your mitocondria and 

modify your brain with this vial. 

@ Stay awake for up to two 
days without tiredness 

@ Be active for longer periods 
without aching limbs 

@ Recover from exersion much 
more quickly 

@ Need only 2-4 hours of sleep 
per day to be fully rested 


TWITCH UPGRADE 

Your fast-twitch muscle fibers are 

upgraded to superhuman levels. 

@ = Strike with proportional force 
and speed of a mantis shrimp 

@ Perform standing jumps up to 
15 ft (5m) vertically and 30ft 
(10m) horizontally 

@ = ~Pairs well with Brute 
Strength, Elven Grace, Speed 
Reflexes, and Nimble Nerves 


ELVEN GRACE 

Move with increased grace and 

balance. 

@ Perfect balance, never dizzy 

@ Naturally great at acrobatics 

@ = Added flexibility with 
increased range of motion in 
all of your joints 

@ Your ears become pointy, but 
they can be hidden with hair 

@ Pairs well with Extra Flexible 


REGENERATION 


Genes inspired by flatworms and 


lizards allow you to regenerate. 


Quickly regrow lost or non- 
functional body-parts 
Regrowing a whole arm takes 
a year, regrowing a finger 
takes a month 

You can grow replacement 
organs if your existing ones 
are damaged or suboptimal 


‘AN 


GENE GENTE 


Control and repair your own DNA. 


Supercharged immune 
system, disease resistance 
Avoid harm from carcinogens 
Diseases, toxins, and 
mutagens will never lead to 
non-beneficial mutations for 
you or your offspring 

Control your own fertility, 
pass on the genes you want 


RUNNER’S LEGS 


Make a change to your muscles 


and tendons for better running. 


Sprint with olympian speed 
Run marathons without 
becoming tired 

Jog non-stop for days (if you 
skip eating and sleeping) 
Pairs well with Dolphin Brain, 
and Energized Bunny 


NIMBLE NERVES 
Your tactile feedback and fine- 
motor control are boosted. 


Focus despite distractions 
Always have steady hands; 
become a piano player, 
surgeon, pickpocket, etc 
Increased coordination, you 
can quickly and easily learn 
complex manual skills 
Greatly improved aim 
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HIBERNATION 


In trouble? Just tardigrade it. 

@ = Shrivel up into a state of 
hibernation until local 
conditions improve or a set 
‘wake condition’ occours 

@® = Inyour hibernation state you 
can survive up to 100 years of 
extreme low or high 
temperatures, dehydration, 
vacuum, hard radiation, etc 


BOOSTED MIND 


A treatment that increases your 
neural density and complexity. 

@ Makes you much smarter 

@ Perfect memory, total recall 
You can benefit from up to 3 vials. 
The first vial makes you a genius, 
the second vial gives you peak 
human intelligence, the third vial 
gives you a posthuman intellect 
but also makes you bald 


SILVER TONGUE 

Evolve advanced vocal cords 

@ = Perfect pitch 

@ Mimic any sound or voice 

@ = Infuse your speech with 
subliminal sounds to create 
emotions in listeners: fear, 
calmness, agreeability, etc 

@ Scream loud enough to hurt 
other’s ears 

@ = Pairs well with Hypnosis 


LONG TONGUE 


A tongue that is a tentacle. 

@ Stretches up to three feet 

@ Very easy to conceal 

@ Not very strong but handy for 
escaping from handcuffs, 
picking locks, etc 

@ Increased sense of taste and 
smell (yes, you taste 
whatever it touches) 

@  Dosn’t interfere with speech 


GREENSKIN 

An evo-vial that grants you plant- 

like super-efficient chloroplasts. 

@ = Gain up to 30% of your 
nutritional needs each day 
from sunlight alone 

@ When not ‘eating’ it can be 
disguised with Chameleonic 

@ Pairs well with Energized 
Bunny to gain up to 40% of 
your daily nutrition 
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HEART OF ICE 

This evolution gives you control of 

certain hormonal, mental, and 

physiological responses. 

@ You can turn on and off 
feelings like fear, empathy, 
sadness, regret, disgust, grief, 
and even choose not to feel 
physical pain 

@ Overuse of this mutation may 
make you sociopathic 


-AMEL FAT 

Genes inspired by desert creatures 

let you survive harsh conditions 

@ Store excess water and 
callories as extra fat, go up to 
a month without food or 
water if you bulk up first 

@ Helps to thermoregulate your 
body, avoid overheating 

@ = =Extra padding does not pose a 
health risk or impede motion 


VENOM SACKS 


This Evo-Vial gives you special 


venom-producing glands. 

@ Spit venom or use it to coat 
blades or your teeth 

@ = You are immune to this 
specific type of venom 

@ Causes burning on skin, fits 
and heart attacks and muscle 
contractions if in wounds, 
and can blind if in eyes 


XNA BOOST 


A treatment that boosts the 

another evo-vial to full efficiency. 

@ Generally speacking, the 
benefits of one other evo-vial 
become twice as good 

@ Whatever evolution this vial 
boosts becomes more visually 
obvious 

Cannot boost any evo-vial marked 

as a treatment 


DOLPHIN BRAIN 


Enables you to sleep like a dolphin. 

@ Instead of sleeping you can 
choose to enter a trance 
where you are aware while 
gaining the benefits of sleep 

@ You can perform simple tasks 
like walking while ‘asleep’ 

@ Wake up if you sense danger, 
arrive at your destination, 
somebody talks to you, etc 


VULTURE’S MAW 


Eat anything organic. 

@ Digest anything organic 
without getting ill 

@ = Gain optimal nutrition from 
anything you eat or drink 

@ Never get fat no matter how 
much you eat, instead your 
fat gets denser as you store 
callories (natural armor), 
pairs well with Camel Fat 


FANGS 

A surprise weapon in your mouth 

@ Retractable fangs 

@ Mouth can open extra wide, 
and has boosted bite strength 

@ = Any lost or damaged teeth 
regrow like those of a shark 

@ = Pairs well with Venom Sacks, 
Extra Mouths, Vulture’s Maw 

@ Wide mouth is obvious, hard 
to conceal 


CYOA v1.0 by Ashley Joanna Law / ThatOtherGirlYouKnow / DBCoopercabra 


GILLS 


You can breathe underwater. 

@ You have gills that let you 
breathe water: pick either 
salt water or fresh water 

@ = Gills get uncomfortable if 
they are dry for too long 

@ = Side of neck, ribcage, or back: 
pick their location 

Use 2 of these vials to breathe in 

both saltwater and freshwater 


EXTRA ARMS 


You have extra arms, either 

sprouting from your torso or arms 

that bifuricate at the elbow. 

@ = Hold, carry, and use more 
things 

@ You become multi- 
ambidexterous 

@ Hard to conceal 

You can use as many vials of this 

as you like, each is an extra pair 


DIGITIGRADE LEGS 


Your legs are like the back legs of a 
cat, dog, goat, bird, or horse 

@ = Run 2x faster (or 3x faster 
with Extra Legs), jump 
further, increased stability 
Makes climbing much harder 
Pairs well with Extra Legs 
Hard to conceal 

Pick if the feet are like those 
of a cat or if they are hooves 


MANTLE 


A fleshy muscular cloak attached 

to your spine. 

@ Can be used as a cloak 

@ When swimming it can act 
like the underwater ‘wings’ of 
a ray shark, giving you x3 
swimming speed 

@ Can stretch out and wrap 
around objects to pull them 
to you or entangle them 


YA 


AMPHIBIOUS 


Reptile and orca genes adapt you 

for the water 

@ Perfect dive reflex 

@ Hold breath for up to two 
hours while active 

@ Withstand high pressures and 
low water temperature 

@ Nictating membranes protect 
eyes and help see in water 

@ = Retractable swim webbing 


EXTRA LEGS 

You have extra legs, either 

sprouting from your pelvis or 

centaur-style 

@ = Run 2x faster, carry more, 
increased stability 

@ = Impossible to conceal 

You can use as many vials of this 

as you like, each is an extra pair: 

one vial makes you a quadraped, 

two makes you a hexapod, etc 


EXTRA TORSO 

An added torso for extra height 

@ Your extra torso comes with 
its own pair of arms 

@ Be much taller 

@ Twice the hearts, lungs, etc 
gives you redundant internal 
organs and better digestion 

You can use as many vials of this 

as you like, each is an extra torso 


EXTRA HEAD 


Two heads are better than one. 

@ Your mind is shared between 
two brains, if you lose a head 
you’ll be impaired but survive 

@ Lookin multiple directions at 
once, other cool party tricks 

@ Impossible to read your mind 

You can use as many vials of this 

as you like, each is an extra head 
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WINGS 

Modified arms on your back form 

membranous bat-like wings 

@ Can be used for gliding flight 

@ You need to find a high place 
to take off from, and 
thermals to keep you aloft 


@ Kinda obvious, very hard to 
hide the fact that you have 
wings 


PREHENSILE 

You have a little something extra: 

a prehensile tail, motile ‘hair’ 

made of modified muscle strands, 

tentacles, or a similar appendage. 

@ Your prehensile limbs In total 
are as strong as your arm 

@ As dexterous as your off-hand 

Full tactile feedback 

@ = Prehensile ‘hair’ feels pain 
and bleeds if cut 


SERPENT BODY 

Have a long serpentine lower body 

@ Swim and sprint at 2x speed 

@ = Great stability, slither over 
quicksand and not sink, etc 

@ Tough skin/scales mean you 
don’t need boots 

@ = Take with Extra Legs and 
Extra Torso or fora 
centipede-style body 

@ Pairs well with Prehensile 


EXTRA FLEXIBLE 

Become a natural contortionist. 

@ You can painlessly dislocate 
joints and pop them back in 
just by thinking about it 

@ = All of your joints can bend 
and twist in every direction 

@ Your cat-like flexible spine 
means you can land easily 
from falls without harm 

@ Squeeze through tight spaces 
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EXTRA EYES 

Get a wider field of view. 

@ You can now take Special 
Eyes multiple times, getting a 
new vision mode each time. 

@ =~ Pick where the extra eyes 
appear on your body: eyes on 
your palms, eyes in the back 
of your head, etc 

@ Hard to conceal depending on 


where they are 


HOUND SCENTING 
Genetics from sharks, dogs, and 
moths aid in your ability to smell. 
@ Pick up trace scents and 
follow tracks by smell alone 
@ Identify and locate people by 
scent alone, even if they are 
in disguise or hiding 
@ Identify substances by scent 
@ Locate hidden weapons, 
objects, etc by scent 


TREMORSENSE 
Special nerves in your skin let you 
sense vibrations like a spider. 

@ You must touch surfaces to 
sense vibrations, which 
means it works best when 
you are walking barefoot 

@ Feel footsteps, heartbeats, 
talking, etc 

@® With Audio Booster you can 
‘hear’ through vibration 


SPECIAL EYES 

In addition to your usual vision 

you can see like a cat or an eagle. 

@ You get one boost to your 
eyes, pick what the vial does: 
IR nightvision, low-light, UV, 
thermographic, telescopic, 
anti-dazzle, microscopic, etc 

@ Obvious, you'll need to wear 
dark glasses to hide this 
evolution 


EXTRA EARS 


An additional pair of mobile ears, 

either rabbit-like or cat-like ears. 

@ ~=Rapidly locate the exact 
source of all sounds 

@ Use echoes to roughly map 
your surroundings 

@ Doubles the effectiveness of 
the Echolocation evolution 

@ Pairs well with Audio Booster, 
Echolocation 


TRUNK 


Boost your ability to smell. 

@ Massively boost your ability 
to smell, pairs well with 
Hound Scenting 

@ = Use your trunk as an extra 
arm/hand, with Prehensile it 
is stronger and more 
dexterous than either arm 

@ Use asa snorkel, drink 
through your nose, etc 


AUDIO BOOSTER 


Your hearing and your brain’s 

ability to process sounds improve. 

@ = Perfect pitch 

@ Filter out unwanted noises 

@ =~ Pick up small sounds, like 
listening for an enemy’s 
breathing and heartbeat 

@ Move about silently, aware of 
your own noisescape 

@ = Pairs well with Echolocation 


MAGNETOCEPTION 


Special sensory nodes in your 


bones let you ‘see’ magnetic fields. 

@ Always know magnetic north 

@® Navigate over large distances 
using local geomagnetic 
variation, never get lost 

@ Find large metal deposits 

@ You can ‘see’ magnetic fields 
around magnets in motors 

@ Sense metal within 3ft of you 
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EXTRA MOUTHS 


For even more smiles. 

@ = Sing in harmony with yourself 

@ = Talk with your mouth full, 
flawless ventriloquism, etc 

@ Makes you harder to 
suffocate or gag/silence 

@ A nasty surprise weapon in 
close combat, bite your foes 

@ Pairs well with Fangs and 
Venom Sacks 


MOTION SENSE 
Genes inspired by the pressure- 
sensing lateral lines on fish. 

@ Sense the range/distance to 
things moving near you, or 
when you are moving closer 
or further towards an object, 
or when something nearby 
‘pings’ you with sonar 

@ Passive sense 30ft range in 
air, 300ft in water 


ECHOLOCATION 


A special organ in your forhead 

emits and receives ultrasound. 

@ ‘See’ in the dark with sonar 

@ = Sonar works even better 
when you are underwater 

@ Pairs well with Audio Booster 

@ When you use sonar, other 
creatures with sonar (and 
dogs) will notice you 

@ = Sonar inaudiable to humans 
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ELECTROCEPTION 
Special sensory nodes in your skin 
let you ‘feel’ electrical fields. 

@ Sense machines, motors, and 
active power lines, and 
pinpoint radio sources 

@ = Sense the firing of nerves and 
the movement of muscles 
within 3ft (1m) of you on land 
or 30ft (10m) of you in water 

@ Know when a storm is coming 


SHAPE SHIFTER 

The power to alter your 

appearance at-will. 

@ You can change minor things 
like hair and eye color and 
complection in an hour 

@® You can (painfully) shift bone, 
fat, and muscle in a day 

@ Change your physical gender 
in a month 


SOFT ARMOR 


Produce a flexible armor. 

@ You can sweat a substance 
that sets into a rubbery 
second skin within an hour 

@ = Excelent protection against 
knives, fists, etc 

@ Second skin can be peeled off 
at any time and regrown 

@ Whenstill setting it can be 
used as a crafting material 


SEGMENTUM 

Grow iron-hard plate armor. 

@ = Laminated layers of bone and 
keratin plates create a 
segmented armor, tougher 
even than Dermal Bone 

@ = Hardly any sensation of touch 

@ Heavy, with greatly reduced 
speed and agility 

@ = Can stop all but the largest 
caliber bullets 


CHAMELEONIC 


Chameleon and octopus genetics 


inspired the evolution this evo-vial 

gives you. 

@ You can conciously change 
the color (and in limited ways 
texture) of your hair and skin 

@® Natural camouflage 

@® Can be used in place of 


cosmetic makeup 


BEAUTY 

Taking this vial will make you 

pretty, or handsome. One of the 

firest things they developed. 

@ You become physically very 
attractive 

You can use a second beauty vial 

to become stunningly beautiful, or 

three vials to enter the Uncanny 

Valley of beauty 


EXOSKEL ARMOR 


A chitinous insect-like armor. 

@ = The exoskeleton offers all- 
over protection, biological 
lenses even protect your eyes 

@ Better than Soft Armor, not 
as good as Bone Plate 

@ = You’ll look inhuman 


Reduced sensation of touch 
@ Reduced dexterity and 
physical flexibility 


BIOLUMINESCENCE 


Glow up with this evo-vial. 

@ = =At-will you can make some or 
all of your body light up 

@ = Great for seeing in the dark, 
especially deep underwater 
or in complete darkness 

@ Create moving patterns and 
colors to confuse enemies 

@ = Produce sudden light bursts 
to startle and blind others 


COSMETICS 


Change your apperance 


@ = Gain up to 4 (can be O) purely 
cosmetic features: unusual 
hair color, fins, horns, etc 

@ = Hide up to 4 normally obvious 
evolutions (not Wings, Fur, 
Greenskin, Extra Arms, Extra 
Legs, Extra Torso, Snake Tail, 
Dermal Bone, Exoskel Armor, 
Segmentum, Iron Scales, Trunk, 
or Longevity III) 


THICK SKINNED 


Turns your skin into natural armor 

using shark and rhino genes. 

@ Natural armor all over, good 
enough to stop knives and 
some low-caliber bullets 

@ = Getting shot still hurts 

@ Your skin turns grey, and the 
thicker skin on your face 
means you have a harder 


time making expressions 


DERMAL BONE 


Skin-covered external bone. 

@ Your body grows segmented 
boney plates as armor 

@ Plates are great at deflecting 
blows, and will crack and 
break when hit with bullets 
rather than allow penetration 

@ = Cracked bone plates hurt as 
much as regular broken bone 

@ = Only partial coverage 


FUR PELT 

Genes inspired by artctic animals. 

@ Fur keeps you warm in cold 
weather or when immersed 
in water 

@ = The outer layer of fur is water 
resistant, the inner layer 
wicks water away from you 

@ Kinda obvious unless you 
shave all of your exposed skin 


GECKO PADS 


An evo-vial that gives you the 

ability to climb almost any surface. 

@ = Special skin on your arms and 
legs let you stick to any 
surface that can hold your 
weight: climb up walls and 
over ceilings 

@® You can stick things to you 

@ Kinda obvious unless you 
cover your arms and legs 
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CNIDARIAN STING 


Your skin and hair are genetically 

modified to sting like a jellyfish. 

@ Built-in defence/weapon 

@ You are immune to jellyfish 
stings including your own 

@ = Sting is painful, causes muscle 
contractions and paralysis... 
lethal if you keep touching 

@ Active on by default, you 
need to focus to not sting 


TOXIC SPRAY 

Your body is a chemical weapon. 

@ Your body has a supply of 
toxins to which you are 
immune. Eating you is lethal 

@ = At-will you can force your 
toxins to the surface where 
they form exploding boils, 
making even approaching you 
dangerous in a fight 

@ Licking you gets others high 


CLAWS 


Gives you retractable claws 

@ Natural weapon, very sharp 

@ Retractable claws on each 
fingertip and toe allow for 
improved climbing ability 

@ Useful as crude tools for 
cutting, prying, etc 

@ Hard to detect when they are 
retracted, great holdout or 


assassination weapon 


SPINE SPITTER 

Your body grows sharp spines that 
you can fire from your body 

@ = Six-shot natural weapon 

@ Can’t be used if concealed 
You can use up 2 of these vials. The 
first vial gives you an easily 
concealable pistol weapon, the 
second upgrades it to something 
like a shotgun or rifle in power but 
its hard to conceal. Ammo regrows 


SLIME-COAT 

Exude slick slime when in danger. 

@ = The slime is extremely slick 

@ = Slime is fireproof and cooling 

@  Theslime is a powerful 
irritant and smells so foul it 
causes involuntary gagging, 
you are immune to its effects 

@ = Theslime can protect against 
caustic substances, toxins, etc 

@ You choose when to slime-up 


CHEM CLOUD 


Fart your own tear-gas cloud. 

@ Your body contains a special 
bladder of a chemical weapon 
which you can expel from any 
orifice you choose, suddenly 
filling a similar volume as if it 
was a tear-gas canister 

@ = Gas bladder refills in an hour 

@ You are immune to your 


chemical weapon 


BIG-KNUCKS 


Dense bone nodules and structural 

improvements turn your fists into 

deadly clubs. 

@ = Biological brass knuckles 

@ Easy to conceal with gloves or 
to simply explain away 

@ Never worry about breaking 
your hand by punching 
something too hard 

@ Nopain sensation in fist 


BONE BLADES 


Grants built-in retractable knives 

@ Adozenorso pointed bone 
spikes are sheathed within 
the bones of each forarm 

@ = Pairs well with Venom Sacks 
as they also deliver venom 
through Bone Blades 

@ ~The spikes are serrated and 
break inside wounds, pulling 
them out deals more damage 


EEL SKIN 

Genetically modify yourself with 

this vial to gain electrical powers. 

@ You can taze people through 
skin-to-skin contact 

@ You can attempt to recharge 
electrical items, be careful or 
you might fry them 

@ Limited resistance to 
electricution, immune to 
tazers and similar weapons 


FLAMER 

A biological flame-thrower 

inspired by the bombadier beetle, 

electric eel, and archer fish. 

@ = Sprays a flamable liquid up to 
20ft, your body produces 
enough fluid for 2 minutes of 
shooting fire each day 

@ = The liquid is ignited by a 
special spark-causing organ in 
each of your forarms 


IRON SCALES 

Using genes inspired by limpet 

teeth your body produces bands of 

iron-hard sharp-edged plates. 

@ = Great for blocking blows, it is 
the hardest substance in the 
animal kingdom 

@ Can be used as a weapon, it is 
like having cheese-graters 
and deli-meat slicers growing 
out of your arms 
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BARBS 


Porcupine and hedgehog genes 


give you a defencive edge. 

@ Your body-hair and head hair 
is repurposed into spikey 
spines and quills, making 
grabbing (or being grabbed by 
you) you a painful experience 

@ You can relax your quills, 
making you less dangerous 

@ Obvious, hard to hide this 
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PSI; TELEPATHY 

Communicate mind-to-mind. 

@ Mind-speak to somebody in 
your line of sight, or to 
everybody nearby you 

@ = Read the surface thoughts of 
those you are touching 

@® With concentration you can 
read and and influence the 
minds of beasts 

@ = Pairs well with Hypnosis 


PSI; TELEKINESIS 

Move things with your mind. 

@ Move and manipulate objects 
with your mind 

@ The more complex or 
accurate the motion the less 
you can move 

@ Affect objects up to 30ft away 

@ You must see or know where 
the object you are moving is 


PSI; REMOTE SEER 

Extra-sensory perception. 

@ Detach your sight from your 
eyes, letting you move your 
sight about at walking pace 

@ Move your sight up to 200ft 
away from your body 

@ = If you stop concentrating your 
eyesight returns to normal 

@ You can move your eyesight 
through solid objects 


PSI: LEVITATION 


Harness your powers to hover. 


@ Move through the air 

@ = If you have Precog Seer it 
automatically kicks in to 
cushion you against falls and 
the impact of heavy things 
like vehicles 

@ Pairs well with Wings to give 
true flight, and PKE Shield to 
give extra protection 


PSI: HYPNOSIS 

Put ideas into the minds of others. 

@ If you can hold somebody’s 
gaze for 15 seconds you can 
try to implant an idea 

@ Strong-willed people might 
need a minute or two of eye 
contact 

@ Ideas need to be very simple, 
and are easier to implant if 
you speak them aloud 


PSI: IMPRINT 

Psychically imprint on an object. 

@ ~=Imprint one object at a time 

@ Your Psi Power level is double 
when using psi on the object 

@ = You always know the location 
and condition of the object 

@ = It takes an hour to imprint on 
an object, but if you don’t 
regularly handle the object 
the imprint fades after a day 


PSI: TOUCH SEER 

Touch an object to see its past. 

@ See up to 2 weeks back 

@ It’s easier to view scenes with 
strong emotional import 

@ With concentration move 
your sight up and down the 
viewable timeline of an item 

@ Eating meat becomes difficult 
(unless it is preserved) as you 
experience the recent death 


PSI; ANIMAL ALLY 


You attract animal allies. 

@ =Inthe next few days you will 
bond to an animal: pick an 
existing animal or a mutant 

@ You can communicate mind- 
to-mind with your ally and 
share senses up to a mile 

@ Your ally is very intelligent 

@ = sIf your ally dies you'll get 
another a few days later 


PSI: THERMOKINE 

Move things with your mind. 

@ = Start fires by concentrating, it 
takes a minute to light a fire 
using wood or paper. Final 
size of fire depends on fuel 

@ You can raise or lower the 
temperature of a cubic foot 
of inanimate matter by 1°C 
per second (boil ice in 100s) 

@ Affect objects up to 30ft away 
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PSI: PRECOG SEER 

Gain flashes of sight from possible 

futures. 

@ = The more likely a future is, 
the easier it is to see 

@ Flashes come from the next 
week, but its hard to say 
when they are from within 
that time period 

@ = Gain a warning of immidiate 
danger 


PSI; PKE SHIELD 

Slow down or stop attacks. 

@ = Sit in bubble for protection or 
create a flattened bubble as a 
stronger directional shield 

@ = If you have Precog Seer it 
automatically kicks in 

@ Good against fast-moving 
bullets, weak to slow-moving 
knives or fists, dosn’t work 
against gasses or lasers, etc 


PSI: MULTI-FOCUS 


Multiply your processing power. 


@ You can create temporary 
secondary ‘sub-minds’ which 
have goals that you set 

@ You can parallel process 
solutions to problems, and 
can fully concentrate on 
many different things at once 

@ Resting times after using Psi 


powers are halved 
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ULTRA-SURVIVOR 


A treatment to increase your 

ability to survive. 

@ Your body is hyper-efficient 
at using callories and water 

@ = Pick effects equal to 5 of the 
following: Radcycler, Gene 
Genie, Resilience, Energized 
Bunny, Vulture’s Maw, 
Regeneration, Voric Blood 

Counts as 3 vials towards your total 


FELINOID 


A treatment to make you cat-like. 

@ You have a tail, but it is only 
prehensile if youalso use the 
evo-vial Prehensile 

@ = Gain the effects of Extra Ears, 
Special Eyes, Beauty 1, Speed 
Reflexes, and Elven Grace 

@ =If you have Precog Seer it 
manifests as luck not visions 

Counts as 3 vials towards your total 


LIVING WEAPON 

A treatment to ensure you are 

never unarmed. 

@ Provided you are well-fed 
your spine ‘ammunition’ 
regrows in minutes not hours 

@ Gain the effects of Bone 
Blades, Chem Cloud, Eel Skin, 
XNA Booster (Eel Skin), and 
Spine Spitter 

Counts as 3 vials towards your total 


TRANS TREATMENT 


A treatment for trans people to 


cure gender dysphoria. 

@ Pick anew physical gender 
(male, female, both, neither, 
something else, etc) 

@ = Gain the effects of Cosmetics, 
Gene Genie, Longevity 1, 
Beauty 1, Shape Shifter, and 
Radcycler 

Counts as 3 vials towards your total 
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SERPENTINE 

A treatment to make you snakey. 

@ When you change shape you 
do so by shedding your skin. 
Unless you regularly shed 
your skin it develops scales 

@ = Gain the effects of 
Shapechanger 1, Fangs, 
Venom Sacks, Special Eyes, 
and Long Tongue 

Counts as 3 vials towards your total 


CHIROPTERAN 


A treatment to let you fly like a 

bat. 

@ You become much more 
comfortable sleeping 
upsidedown, and your feet 
can grip things clumsily 


@ = Gain the effects of Wings, Psi: 


Levitation, Special Eyes, 
Echolocation, and Extra Ears 
Counts as 3 vials towards your total 


TRACKER 


A treatment to enable you to 

follow and find anyone. 

@ You gain retractable taste- 
buds on your fingers and toes 

@ = Gain the effects of Extra Eyes, 
Special Eyes 2, Hound 
Scenting, and Touch Seer 

Counts as 3 vials towards your total 


SUPER SERUM 

A treatment for super-soldiers. 

@ = Pick effects equal to 6 of the 
following: Brute Strength 1, 


Thick Skinned, Special Eyes, 
Energized Bunny, Dolphin 
Brain, Camel Fat, Resilience, 
Vulture’s Maw, Heart of Ice 
@ Makes you susceptible to 
suggestions and orders 
Counts as 3 vials towards your total 


EXTREMOPHILE 

A treatment to let you live in 

almost any enviroment. 

@ You can choose to shed your 
fur or excess fat at-will, 
though it takes a few days to 
complete the process 

@ = Gain the effects of Camel Fat, 
Fur Pelt, Amphibious, Gecko 
Pads, and Special Eyes 


Counts as 3 vials towards your total 


-ARCHARHINID 


A treatment to adapt you to life 

underwater. 

@ When in water you have an 
electroreception sence and 
pressure/motion senses 

@ = Pick effects equal to 5 of the 
following: Gills (fresh), Gills 
(salt), Amphibious, Claws, 
Echolocation, Dolphin Brain 

Counts as 3 vials towards your total 


CROCMONSIEUR 


A treatment to turn you into an 

amphibious fighting machine. 

@ Your hide is extra tough, 
resembling crocodile skin 

@ Pick effects equal to 5 of the 
following: Amphibious, Tough 
Skin, XNA Booster (Tough 
Skin), Special Eyes, Claws, and 
Fangs 

Counts as 3 vials towards your total 


EXPANDED MIND 

A treatment to enbiggen the brain. 

@ Gives an effect equal to an 
extra dose of Boosted Mind, 
potentially giving you a 4" 
dose and making you a 
superhuman genius 

@ = Gain 5 Psi powers 

Counts as 3 vials towards your total 
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TELEKINESIS 
To work out what you can do with Telekinesis, first work out your Psi Power level, which is between 2 and 12 
Psi Power = doses of Boosted Mind +2 ... and multiply by 2 if you have Expanded Mind 


So if you have one dose of Boosted Mind your Psi Power would be 3 [1+2=3], but if you had 4 doses of Boosted Mind and Expanded 
Mind your Psi Power would be [4+2(x2)=12]. 


Next work out the total weight you want to move, how fast you want to move it, how many objects you are moving, the degree of 
precision you want to achieve, and how long you want to do it for before developing a migraine... if your Psi Power is greater or 


equal to those amounts added together then you can do it. 


You can affect objects up to 30 ft away (~10m), or if you have Expanded Mind up to 60 ft away (20m). If you stop acting on an object 


it maintains whatever momentum it had and normal physics takes over. 


You can push yourself by not resting your mind between uses of telekinesis, but doing that too often leads to mental exhaustion 


from which you need to recover from as though it were a sprained muscle. 


You can choose to push yourself and increase your effective power by up to 8, but will after have a migrane lasting that number of 


hours. During migranes you have half your normal Psi Power. Multiple telekinetics can work together to combine their powers. 


O lbs Mae Random 
Hovering in place ‘ : ; 
00 A pencil or a : One object unwanted/shaking An instant 
3 ora tiny nudge 
lightweight knife movements 
2.5 Ibs A few seconds 
Very gradual Two objects gene t 
01 A hammer or a Hoveringin place with a short pause 
movement (or one unwieldy object) 
toaster to rest 
5 Ibs 30 seconds 
Slow ; Push away , 
02 A power tool ora ; Three objects with a short pause 
walking pace or pull towards 
full 2 liter bottle to rest 
10 Ibs 1 minute 
03 About a gallon of Walking pace Four objects Carrying motion with a short pause 
water or a rifle to rest 
20 Ibs i 5 minutes 
F : ’ Simple clumsy : ; 
04 A thanksgiving Jogging speed Five objects : ¥ with a 1 minute 
manipulation 
turkey or a ladder rest 
40 Ibs Manipulation 10 minutes 
05 A 4 year old child Running speed Ten objects similar to that of a with a 1 minute 
or water cooler jug human hand rest 
80 Ibs 30 minutes 
06 A big dog or a 30 mph Fifteen objects Accurate throw with a 5 minute 
truck wheel rest 
160 Ibs Manipulation 1 hour 
07 A keg of beer or an 60 mph Twenty objects similar to that of with a5 minute 
average person two steady hands rest 
250 Ibs Manipulation 2 hours 
08 A dirtbike or 4 120 mph Thirty objects similar to that of with a5 minute 
large sacks of rice basic tools rest 
500 Ibs Manipulation 3 hours 
09 A motorcycle or a 250 mph Forty objects similar to complex with a 10 minute 
vending machine tools (lockpicks) rest 
1000 Ibs Manipulation 6 hours 
10 A telephone pole or 500 mph Fifty objects similar to multiple with a 15 minute 
a grand piano people w/ tools rest 
1 ton 1000 mph Complex 12 hours 
; One hundred : F 
11 A compact car or This breaks the oe manipulation with an 20 minute 
objects 
the Liberty Bell sound barrier : similar to surgery rest 
2 tons 2000 mph ae ad eal ae 
Fluid mass Machine-precise 
12 Awhite rhinoora Around the speed . : Constant / all day 
(grains of sand, water) manipulation 
small SUV of a bullet 


LEVITATION 


Working out what you can do with Levitation is similar to 


Telekinesis, work out how fast you want to go and for how 


long and compare it to your Psi Power level. 


If you stop Levitating you maintain whatever momentum you 


had and normal physics takes over. If you have Wings and rest 


during Levitation you can glide while your mind rests. 


1 mph 


A slow walk 


3 mph 
Walking speed 


A minute, 
with a 10 
second rest 


3 mph 
Walking 
speed 


6 mph 
Fast jogging 
speed 


A few minutes, 
with a 15 
second rest 


6 mph 
Fast jogging 
speed 


12 mph 


Running speed 


10 minutes 
witha 1 
minute rest 


12 mph 


Running speed 


30 mph 
Car driving in 
an urban area 


30 minutes 
with a2 
minute rest 


anurban 


30 mph 


Car driving in 


60 mph 


Car driving at 


area freeway speed 


1 hour 
with a 3 
minute rest 


If you have Wings but no Levitation you can only glide, so 
ignore the above chart. With Wings, Levitation, or both, Elven 
Grace helps you make tight turns and quickly accelerate and 
decelerate. Extra Flexible and/or Wings are useful for landing 
safely at speed or falling from a height without harm. 


HYPNOSIS 


As arule of thumb you can implant suggestions into the minds 


of the week-willed, with a suggestion complexity equal to if it 


was expressed as a sentence of length of your Psi Power level, 


using simple one-sylable words only. So “Jump out through the 


glass” requires a Psi Power of 5 as it uses five simple words 


(you can’t use complex words like “autodefenestration”). You 


must rest your mind for a number of minutes between 


suggestions equal to the Psi Power you used. Expanded Mind 


doubles the amount of words you can use while keeping the 


cost the same (“Your guns are hot, drop them” is six words but 
still only counts as Psi Power 3 with Expanded Mind). 


ANIMAL ALLIES 


An animal ally can be a small animal up to cat or crow size, 


either a normal animal or a mutant animal. To create a mutant 


animal take the traits of two existing animals and combine 


them (for example a dolphin-cat or a turtle-duck). With 


Expanded Mind you can either have two animal companions or 
one larger one up to the size of a wolf. 


PKE SHIELD 


A force bubble protects as much as a bulletproof vest, getting 


shot will still hurt and leave (mental) bruises and too much 


(mental) injury will knock you out. A flattened bubble used as 
a directional shield is twice as protective, but only for attacks 


from one direction. Expanded Mind doubles the protectiveness 


of PKE Shield. 


You can maintain a PKE Shield for as many minutes as your Psi 


Power level before needing to rest for 10 seconds per minute. 
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OLD PISTOL 


A familiar-looking weapon. 

@ Easy to find ammunition for 

@ Reasonably accurate 

@ = Inrelatively good working 
condition 

Finding this common item only 

counts as 0.5 picks of equipment 


EQUIPMENT 


AUTONEEDLER 

A weapon from after your time, 

but its easy to figure out how this 

gun works. 

@ Easy to find or make 
ammunition for this gun 

@ = Reliable 

Not terribly accurate 


@ = Rapid fire full-auto is the only 
firing mode 
@® Ammoruns out quickly 


LASER PISTOL 


A weapon from after your time. 


@ ~=Burns holes in things 

@ Cool sound 

@ 20-shot power cell 

@ You can dial the power down 
to get more shots out of the 
power cell, or dial the power 
up to make bigger holes in 
things at the cost of running 
out of juice sooner 


RADLAND POPPER 


A small gun, definitely made after 

the Big One. 

@ Only two shots before you 
need to reload 

@ Can use a wide variety of 
ammunition, almost anything 
works 

@ Easy to fix if it jams 

@ Easy to conceal 
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SHOTGUN 

An old familiar style of weapon. 
@ = Single shot, three round 
burst, or full auto 

12 shots 

Loud 


Poor range 


Dosn’t require accuracy 


RADLAND PUFFGUN 


A gun made from recycled junk, 

yet extremely effective. 

@ Uses compressed air, can 
launch anything you can fit 
into the tube 

@ Recharge the weapon by 
pumping it for ten minutes 

@ = Only one shot before you 
need to pump it again 

@ Almost completely silent 
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HAND-CANNON 


Manufactured by post-apocalyptic 


raiders after the Big One. 

Somebody must have broke into 

this facility to loot and left this 

behind... you wonder why they 

dropped it and what made them 

leave. 

@ Huge booms, lots of damage, 
very intimidating 

@ Prone to malfunction and jam 
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ELECTROCUTTER 

More of a tool than a weapon. 

@ Cut through just about 
anything given time 

@ Somebody has modified this 
to fire in short bursts and 
removed some safety 
features, weaponizing it 

@ Lousy range 

@ Need to clip the heavy power 
pack to your belt 


STEALTH SMG 


The design is unfamiliar, but the 


principals of operation are from 

your time. 

@ = Great for fighting in cramped 
enviroments 


@ = Fully automatic fire 


Hard to find ammunition for 
@ = Looks very tacticool 


LASER RIFLE 

Old and beat up, but still sci-fi to 

you. 

@ Rugged, you can use it asa 
melee weapon if you need to 

@ 200 shot power cell 

@ = Rapid fire 


PLASMA BEAMER 


A really cool sci-fi weapon. 

@ 240 second power core 

@ = Hold down the trigger for a 
cool-looking continous beam 

@ ‘Finding a recharge for this is 
going to be difficult 

@ Very intimidating 


HUNTING RIFLE 
A much-repaired hunting rifle. 
@ Small ammo capacity 
Very accurate 

Good at long range 
Built-in scope 

Bipod for stability 


Hard to use in close-quarters 
combat or in cramped 
conditions like firing out of 
the window of a moving car 
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PKE PISTOL 

It was tucked away at the back of a 

desk draw in a forgotten office. 

@ Thought-activated 

@ Only six shots left, and there 
is no way to recharge this gun 

@ One well-aimed shot can kill 
almost anything 

Finding this rare item counts as 2 

picks of equipment due to it being 

well-hidden within the facility 


STEALTH MODULE 


A sci-fi looking device intended to 

be attached to the barrel of a 

weapon. 

@ Near-perfect silencer and 
flash-supressor 

@ A bubble of compressed air is 
created around the module, 
you'll need to vent it every 
few shots which creates a 


long hissing noise 


CHEAP KNIVES 

Either box cutters, wasteland 

scrap, or just mall-ninja nonsense. 

@ Won't hold an edge for long 

@ Might break unexpectedly 

@ = There’s a lot of them you can 
gather from here, “quantity 
has a quality of it’s own” as 
they used to say 

Finding this common item only 

counts as 0.25 picks of equipment 


RADSTEEL BLADE 


A weapon made from metal forged 

in the nuclear fire of the Big One. 

@ Leaves nasty wounds which 
rot and fester 

@ Blade is almost unbreakable 


A bit unweildy 

@ = Glows faintly in the dark, 
probably nothing to worry 
about though 

@ = Hard to conceal 


PRECOG GUN 

A futuristic weapon in a hidden 

gun case you found unlocked. 

@ = This weapon auto-aims for 
you, never miss your target 

@ Only six shots left, and there 
is no way to recharge this gun 

Finding this rare item counts as 2 

picks of equipment due to it being 

well-hidden within the facility 


AMMO 


Boxes and boxes of ammunition. 

@  Tradeable goods? 

@ = Will keep whatever firearms 
you have well-provisioned 

@ Heavy and cumbersome 

@® You'll either need to fill your 
pockets or find a way to carry 
them 

@ Occasional dud bullets, they 
are old 


SEE |): none 


USEFUL KNIFE 

It’s a knife. 

Eating/cooking utensil 

Can opener 

Multi-purpose survival tool 


Personal grooming 
implement 

@ Weapon 

@ Relatively easy to conceal 
Finding this common item only 
counts as 0.5 picks of equipment 
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DECENT SWORD 

Made long before the Big One by 

somebody who knew what they 

were doing. 

@ Very sharp and holds its edge 
well 

@ Hard to conceal 

@ Needs regular care to 
maintain 

@ Not well balanced, it was 
intended as a display piece 


LASER TARGETER 

A futuristic weapon upgrade. 

@ = Uses a laser that cannot be 
seen by normal human eyes, 
you need to look through the 
scope to see the laser dot 

@ Provides exact distance 
readout, together with wind 
conditions, etc 

@ Useless in dusty/misty/foggy 
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POWER CELLS 

Space power cells in various sizes. 

@ Tradeable goods? 

@ Can be used to power laser, 
plasmer, and electrocutter 
weapons 

@ Can be used to power other 
things too 

@ Rugged... but if damaged they 
start to get hot, begin 
sparking, and then explode 
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RAIDER’S AXE 

It’s an axe, carried by some 

wasteland raider and left here. 

Why did looters run away 

dropping their weapons? 

@ = Useful for breaking through 
doors and walls 

@ Cut down trees, sever power 
cables, etc 

@ Chop people who annoy you 


into tiny pieces 


ENERGY KNIFE 

A sci-fi looking weapon. 

@ It uses contained white-hot 
plasma to cut through things 

@ = It holds a maximum one-hour 
charge and will then need a 
new power cell 

@ = Only half a charge left at the 
moment 

@ Impressive whumm-vzzzfz- 
whumm souynd 
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BASIC CLOTHING 


You are naked, and whatever the 

world has in store maybe you’d 

best face it with at least some 

pants on. You empty out some 

staff lockers looking for anything 

that fits. 

@ Clothes and shoes 

@® Nothing fancy, but at least 
you’re not naked anymore 

Free, dosn’t count as a choice 
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-AMO FATIGUES 


A military-style uniform ona 

hanger, just about your size. 

@ Tough clothing 

@ Camo pattern will help to 
conceal you from enemies 

@ =Has a few bullet holes and 
odd stains, and smells strange 

@ = Fire resistant, stab resistant 


RAIDER ARMOR 


What you presume to be some 

sort of wasteland raider died down 

here. The raider looks to be the 

same size as you if you want to 

loot their body. 

@ = Light leather with studs and 
metal plates 

@® Will not protect from bullets 
but it might turn aside a knife 
or prevent road rash 


DIY ARMOR 


Somebody was using this place as 
a workshop to make sets of 
homemade armor. You find a 
mostly completed armored jacket 
that fits you. 

@ Amix of small rivited steel 
plates, and heavy canvas 
gives decent protection 

@ Reasonably light, but heavier 
than the Raider Armor 


TOUGH CLOTHING 


You find multiple changes of 

clothes that fit you. 

@ = Tough clothing 

@ Mix of items, rain jacket, 
summer wear, work clothing, 
winterwear, etc 

@ Lots of pockets for keeping 
things in 

Finding this common item only 

counts as 0.5 picks of equipment 


HELMET 

A protective head-covering. 

@ It’s been repaired and 
reinforced by a previous 
owner 

@ Fits with most gasmasks and 
night vision goggles 

@ = Great at protecting your all- 


important brain 


PROTECTIVE VEST 

A stab-proof vest designed to look 

unintrusive. 

@ = Will turn aside knives 

@ Might protect against small 
caliber bullets... might 

@ Lots of pockets 

@ Very light, leaves arms 
unencumbered 

@ Only protects the torso 


HEAVY ARMOR 


A heavier set of armor made in the 


same workshop as the DIY Armor. 

@ A mix of repurposed modern 
armor fabrics, ceramic bullet- 
proof plates, chainmail, and 
laminated steel plates 

@® = Great protection 

@ Heavy, will slow you down 

Finding this armor counts as 2 

picks of equipment due to its rarity 


DECENT BOOTS 
There’s a lot of broken glass about, 
and from the looks of things the 
outside world isn’t going to be 
much better. Thankfully your 
looting has netted you a tough pair 
of boots. 
@ = If they don’t quite fit you, you 
can stuff some cloth in them 
Finding this common item only 
counts as 0.5 picks of equipment 


GAS MASK 


A gas mask and some spare filters. 
@ Protects you from toxic 
gasses 

Limits your field of vision 
Intimidating looking 

Muffles your voice 


Only 1 change of filters, each 
filter lasts a day 

Finding this common item only 
counts as 0.5 picks of equipment 
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HAZMAT SUIT 

You mistook it at first for a person, 

but it’s a hazerdous materials suit 

hung near one of the labs. 

@® Will protect you from 
radiation, biohazards, etc 

@ Cumbersome to wear 

@ = Airtight, you'll get hot and 
sweaty inside it 

@ = = Will make you stand out 
wherever you are 


PANOPLY ARMOR 


A set of armor from after your 


time, like science-fiction to you. 

@ = Lightweight, comfortable 

@ Fireproof, waterproof, etc 

@ Molds to your physique, easy 
to conceal beneath clothing 

@ = Will stop most bullets 

Finding this rare item counts as 3 

picks of equipment due to it being 

well-hidden within the facility 
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OLD PICTURE 


A reminder of a world long-gone. 

@ Not very useful practically 

@ Could bea psychological 
comfort to you, or a painful 
reminder of everything that 
you have lost 

Finding this common item only 

counts as 0.25 picks of equipment 


SNACK MACHINE 


It still has power. 

@ A meal’s worth of food and 
drink, not the healthiest 
options but the preservatives 
have kept them almost-edible 

Breaking into the snack machine 

only counts as 0.25 picks of 

equipment, there are multiple 
snack machines in the Facility 


FLASHLIGHT 


A light source. 

@ = Can be set to lantern-mode or 
flashlight mode 

@ Rechargeable, has about only 
a night’s worth of power left 
at the moment 

Finding this common item only 


counts as 0.5 picks of equipment 


EXTINGUISHER 

A fire extinguisher. 

@ Useful for putting out fires 

@ = It’s still full, unused 

@ You could use it on somebody 
to temporarily blind them 

@ Heavy 

Finding this common item only 

counts as 0.5 picks of equipment 


FICTION BOOK 


A trashy holiday novel: "Theres this 
temp, right, she's 29, she can't get a 
boyfriend, oh my god! And she's got 12 
hours to stop nuclear war with China." 
@ = Kindling, toilet paper, etc 

@ = Read it if you get bored 
Finding this common item only 
counts as 0.25 picks of equipment. 
Each time you pick this, you find a 
different fiction book 


THERMOS FLASK 


A drinks flask. 

@ = It keeps hot drinks hot and 
cold drinks cold 

@ Branded with the name of the 
company that ran this place 

@ ~The reverse side has a 
corporate motto 

@ Not very rugged 

Finding this common item only 

counts as 0.25 picks of equipment 


GLOW-TAPE 

A peel-and-stick light source. 

@ Gives light like a glow-stick 

@ = Recharges in sunlight 

@ Notas adhesive as it used to 
be, tacky rather than sticky 

Finding this common item only 

counts as 0.5 picks of equipment 


MUSIC PUCK 


A personal digital assistant. 

@ Basic chat Al, alarm clock 

@ = Can play any music you name 

@ Bugs you between songs to 
sign up for its unlimited 
premium no-ads service 

@ Nointernet means no 
updates, no new songs 

@ sit runs off ambient energy, so 
there is no need to recharge it 
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MUNDANE JUNK 


Rusted staplers, broken cell- 

phones, mops and buckets, etc. 

@ You might be able to make a 
crude spear or something 

@ Whatever you make will not 
last long in actual use 

Making stuff out of junk only 

counts as 0.25 picks of equipment. 

Each time you pick this, construct 

another crudely made object 
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STUFFED TOY 

A child’s stuffed toy. 

@ Use it to hide something 
small inside the stuffing 

@ Could be a psychological 
comfort to you, or a painful 
reminder of everything that 
you have lost 

Finding this common item only 

counts as 0.5 picks of equipment 
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INSTANT COFFEE 

A jar of instant coffee. 

@ = Still sealed, and freeze-dried, 
it could be still good 

@ Possible trade item? 

@ Just add hot water and you 
have coffee 

Finding this common item only 

counts as 0.5 picks of equipment 


MYSTERIOUS ORB 


An orb, from deep in the Facility. 
@ About the size of a basketball 
Very heavy, cold to the touch 
Perhaps made of metal? 
You’ve got no idea what it is 


Based on the locks on the 
room it was in... valuable? 
This unique item counts as 4 picks 
of equipment due to it being well- 
hidden deep within the facility 


FIRST AID KIT 


A compact bag of stuff to patch up 

the sick or wounded. 

@® Gause, disinfectant, suturing 
equipment, antibiotic gel, 
scalpels, forceps, scissors, etc 

@ =A few things you don’t 
immidiately recognize like 
“paracetamoxyfrusebendrone 
omycin” but it’s all got 
instructions with it 


SCI-FI M.R.E.S 


At first you thought it was soap! 

@ = Allyour calories and 
nutritionasl needs in bar form 

@ = Asingle bar can feed you for 
a month! Just a few nibbles a 
day are needed to keep your 
body running. Never goes bad 

@ = Tastes like an airfreshener 


Makes you constipated 
@ You still need water 
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MAP AND COMPASS 


A map of what you suppose to be 

the local area, and a compass. 

@ Helps you not to get lost 

@ Whoever owned this map 
before you has helpfully 
marked it with safe zones, 
places of interest, areas 
controlled by various 
factions, etc 
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ENVIROSCANNER 
Tech you didn’t recognise, at first 
you thought it might be a weapon. 
@ = The scanner can tell you 
things like if water is safe to 
drink, if the air is polluted, etc 
@ it runs off ambient energy, so 
there is no need to recharge it 
Finding this rare item counts as 2 
picks of equipment due to it being 
well-hidden within the facility 


SURVIVAL GEAR 


A sturdy backpack full of essential 
supplies. You find it near a corpse, 
but you are sure that’s fine. 

@ Pots and pans, a bedroll, 
ropes, a fire striker, some 
utensils, an old partially- 
rusted multitool, an old one- 
person tent, a tarp, some 
paracord, a blanket, etc 


WATER PURIFIER 

A canteen-sized survival tool. 

@ = Turns dirty water, urine, etc. 
into drinkable water 

@ Kinda heavy 

@ Needs regular cleaning or it 
stops working until you clean 
it again 

@® You'll need something to 
store the water in, like a 
canteen 


LANTERN HEATER 

A compact heat and light source. 

@ Has modes for flashlight, 
lantern, heater, and stove 

@ = = Can be recharged by sunight, 
by shaking for an hour, or 
from another electrical 
source 

Finding this rare item counts as 2 

picks of equipment due to it being 

well-hidden within the facility 


MOTION DETECTOR 
A high-tech device for spotting 
people before they spot you. 

@ Works out to a distance of 
240ft (80m), but gets less 
accurate the further from you 
that the motion is 

@ = Has a warning alarm mode 

Finding this rare item counts as 2 

picks of equipment due to it being 

well-hidden within the facility 


BINOCULARS 


They are binoculars. 

@ Lets you see far away things 
more clearly 

@ Useful for spotting danger (or 
opportunity) ahead of time 
and either avoiding it or 
preparing for it 

@ You can focus light through 
these to start a fire 


,ANTEEN 
You’Il need water. Everybody 
needs water. 
@ A tough metal canteen 
@ = It’s a bottle, for water 
Finding this common item only 
counts as 0.5 picks of equipment 


TWO-WAY RADIOS 


A pair of walkie-talkies. 

@ Rugged, these are almost 
indestructable 

@ Power will last for days 
between recharging, 
currently each of them has 
half a day of power left 

Finding this rare item counts as 2 

picks of equipment due to it being 

well-hidden within the facility 
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NIGHT VISION 

A pair of cool-looking goggles. 

@ Lets you see at night 

@® Futuristic design, no need for 
recharging them or worrying 
about batteries 

Finding this rare item counts as 2 

picks of equipment due to it being 

well-hidden within the facility 
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MEDICATIONS 


You don’t know what half of these 

medications are. 

@ Tradeable goods? 

@ They might have gone bad 

@ Swallowing a handful of these 
is either going to help you 
survive if dying or will just kill 
you more quickly 

Finding this common item only 

counts as 0.25 picks of equipment 


FLESH TAPE 

A futuristic medical marvel. 

@ Applies like an adhesive 
bandage 

@ Instantly stops blood loss in 
wounds 

@ Disinfects the wounds it is 
applied to 

@ Merges with flesh, promoting 
quick healing 

@ = Eventually absorbed by body 


MEDICAL SUIT 


Equipment that you presume to be 

some sort of futuristic hazmat suit. 

@ = Lightweight and does not 
limit vision 

@ ~=Recycles your air-supply 
indefinately 

@ Relatively fragile 

Finding this rare item counts as 2 

picks of equipment due to it being 

well-hidden within the facility 
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BIOSCANNER 


A large futuristic medical device. 

@ Uses ultrasound and similar 
techniques to peer inside the 
body 

@ = Can help diagnose things like 
broken bones, injuries to 
organs, etc 

Finding this rare item counts as 2 

picks of equipment due to it being 

well-hidden within the facility 


WHITE LAB COAT 

It makes sense that you’d find lab 

coats in a laboratory. 

@ Awhite coat, wearing it 
makes you look like a 
scientist or a doctor 

@ = Keeping it clean in the 
wastelands will be hard 

Finding this common item only 

counts as 0.25 picks of equipment 


WAVE INDUCER 

A device for temporarily altering 

brain-function. 

@ =it can be used to induice deep 
sleep, cancel pain, create 
wakefullness, or sedate to 
calmness 

@ Too slow in action to be used 
as a weapon 

@ = Kinda addictive 


DIALYSIS PROBE 


A futuristic medical device. 

@ = Jab it into you to filter toxins 
out of your blood 

@ Oxygenates your blood as it is 
flitered through the probe 

@ = Aids in wound healing 

Finding this rare item counts as 2 

picks of equipment due to it being 

well-hidden within the facility 


MEDIBOT 


A medical assistant robot, found 

powered down in a closet that you 

had to move stuff to get into. 

@ = Follows simple commands 
(lift this, hold that, etc) 

@ Enough power for a month, 
but will need recharging after 

Finding this rare item counts as 2 

picks of equipment due to it being 

well-hidden within the facility 


FUTURE LAPTOP 

The interface is not something you 

recognize, and the ‘screen’ is a 

hologram, but it’s definitely a 

portable computer. 

@ Work laptop, boring contents 

@ No internet signal 

@ sit runs off ambient energy, so 
there is no need to recharge it 

Finding this common item only 

counts as 0.5 picks of equipment 


BIOBONDER 


A sci-fi looking medical tool that 

you find in one of the unlooted 

medical labs, rolled under a desk. 

@ Create bloodless incisions 

@ Bond the edges of wounds 
together without stitches or 
glue 

@ = Too slow in action to be used 
as a weapon 


BLOOD ANALYZER 


A high-tech medical scanner. 

@ Can detect viruses and 
bacteria in blood 

@ Can give treatment advice 
(drugs needed, best palative 
regime, cures, etc) 

Finding this rare item counts as 2 

picks of equipment due to it being 

well-hidden within the facility 


UNLABELED VIAL 


You find an unlabeled Evo-Vial. 
What does it do? The only way to 
really know is to take it. 

@ Probably good 

@ Possibly bad? 

The first Unlabeled Vial you find 
has a cost of 0.25, the second one 
costs 0.5, the next one costs 1, the 
next one costs 2, the next one costs 
4, then 8, then 16, and soon... 
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ROPE 

A good length of hemp rope. 

@ = Tie things (or people) up or 
tie things (or people) down 

@ = Useful for climbing 

@ Combine with steel hook for 
grappling hook or a weapon 
with reach 

@ Just generally all-round useful 

Finding this common item only 

counts as 0.5 picks of equipment 


HAND CHARGER 


A recharger for electrical items. 

@® Turn muscle power into 
electrical power 

@ = Relatively rugged 

@ Low output, you need to 
crank for a long time to get a 
decent amount of juice 

@ = Easy to repair 


GENERAL TOOLS 

Ransacking the workshops you 

find lots of tools. 

@ Mostly in good condition 

@ Some of them could double 
as improvised weapons 

If you have both General Tools and 

Spare Parts its lowers the cost of 

salvaging & installing vehicle 

parts, armor, and weapons by 1 to 

a minimum cost of 1 


PRINTER 


Create small objects from ceramics 


and plastics. 

@ Make fine-detailed items 

@ Heavy, you'll need a cargo 
vehicle to take it with you 

Reduces the cost of getting a 

vehicle working by 0.5, toa 

minimum of 1. Allows you to 

convert a fuel-burning vehicle to 

electric or vise-versa for a cost of 2 
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STEEL HOOK 


A sturdy metal bar with a sharp 

hooked end 

@ Useful tool for climbing things 

@ = Sturdy, you'll never have to 
worry about it breaking 

@ = Intimidating weapon 

@ = Attach it to a rope and swing 
it to catch people or objects 
at a distance 


SOLAR CHARGER 


A foldable solar panel, battered 

but it still works. 

@ Recharge power packs, power 
cells, etc 

@ = Slow, you need a half day of 
light to recharge a weapon 
power cell or get an hour of 
driving 

@ Notas fragile as it looks, but 
not exactly rugged either 
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SPARE PARTS 
Somebody was definitely using 
this place as a workshop or base. 
You wonder where they went. 
@ You can use these to repair 
any equipment or weapons 
When you pick this, choose which 
item it relates to - the spare parts 
for a vehicle can’t fix night vision 
goggles. You can pick this item 
multiple times, for different types 


MAGNETOFORGE 
Uses magnetic fields to refine, 
melt, shape, and temper metal. 
@ Make small metal 
components 
@ Heavy, you'll need a cargo 
vehicle to take it with you 
Reduces the cost of getting a 
vehicle working by 0.5, toa 
minimum of 1. Reduces the cost of 
vehicle armor by 1, minimum of 1 
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DEMO BAR 


A tough heavy metal bar used in 

rescue work or for demolitions. 

@ = Pry doors and crates open 

@ Bash holes in things 

@ = Sturdy, you’ll never have to 
worry about it breaking 

@ Useful as a weapon, with long 
reach 

@ = Impossible to conceal 


BIOGENERATOR 

Turns biowaste into electricity. 

@ Recharge power packs, power 
cells, electric vehicles, etc 

@ Not enough power to revive 
people from cryo storage 

@ Large and heavy, you'll need 
a cargo vehicle to move it 

Finding this rare item counts as 2 

picks of equipment due to the time 

to move it around the facility 
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FUEL 


A long-shelflife biofuel developed 


after your time. 

@ = Fuel is needed for vehicles 

@ You'll need a vehicle to 
transport fuel, too heavy to 
carry in meaningful amounts 

The fuel has partially coagulated; 

you'll need to carefully filter the 

fuel before using, the time needed 


means fuel counts as 2 choices 
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COMPOUNDER 


Reduce matter to fine mono- 

atomic powder, combine the 

powders into simple molecules. 

@ = Make things like salt, asprin, 
gunpowder, sugar, etc 

@ Heavy, you'll need a cargo 
vehicle to take it with you 

With the printer, magnetoforge, 

and compounder together you’ll be 

able to make your own ammo 


HOME-MADE BIKES 


You spot a broken bicycle and 
realize that with the tools in the 
workshop and the wheelchairs in 
the lab section you could build as 
many bikes as you wanted. 

@ Noneed for fuel 

@® Totally silent 

@ ‘Faster than walking 
Building as many as you want 
counts as 2 picks of equipment 
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INVINTUS SHADOW 


A much-repaired motorcycle. 

@ More agile than a car, much 
faster than walking 

@ Like all bikes, you are 
exposed and cannot benefit 
from vehicle armor 

@ Decent gas milage, but not as 
good as the Radland Rocker 

Getting this vehicle working counts 

as 3 picks of equipment 
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CHEAP JEEP 

A bit rusty, but it works. 

@ A decent off-road vehicle, it 
can take a beating 

@ = The engine is very loud, 
people will know where you 
are... be prepared to hide, to 
run, or to fight 

@ Easy to repair 

Getting this vehicle working counts 

as 3 picks of equipment 


SURVIVOR SEDAN 


Acar that made it through the war 

mostly intact. 

@ Non-descript, a great car for 
those that want to avoid 
attention while travelling in 
the post-apocalypse 

@ Powerful UV headlights ward 
off vampire attacks 

Getting this vehicle working counts 

as 3.5 picks of equipment 
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OFFROAD TRIKE 


You find a parking garage in the 

facility, with vehicles inside. 

@ Rugged, great for offroad 

@ Great gas milage 

@ Stripped down to the bare 
minimum, the vehicle is 
relatively light 

@ Easiest to repair 

Getting this vehicle working counts 

as 2.5 picks of equipment 


BIKANEDA BAIKU 


An electric high-performance bike. 

@ = Extremely fast, perhaps fast 
enough to outrun the 
Tangerine Dream car 

@ Great on freeways, but not so 
great in rough terrain 

@ Covered in stickers and decals 
from before the Big One 

Getting this vehicle working counts 

as 3.5 picks of equipment 


RADLAND ROCKER 


A bike made from scrap parts 

@ Light enough to carry for 
short distances 

@ Great gas milage 


Easy to repair 

@ ‘Faster than the Offroad Trike 
but it won’t carry as much 

Getting this vehicle working counts 


as 2.5 picks of equipment 
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THE ROBOHORSE 


An all-terrain robot ‘horse’ 

@ = Slightly smarter than a well- 
trained horse 

@ = Hybrid, can run on electric or 
gas 

@ 60mph top speed 

@ Can carry twice as muchas a 
flesh-and-blood horse 

Getting this vehicle working counts 

as 4 picks of equipment 


RADLAND ROLLER 

Welcome to the cheep seats. 

@ Behind the driver cab there is 
a cage for transporting 


passengers or cargo 

@ = The cab has some thin armor, 
the cage has no protection 
and is completely exposed 

@ = Ultra-reliable vehicle 

Getting this vehicle working counts 

as 3 picks of equipment 


TESSA MODEL Z 


An old electric car. 


@ = Fully electric and very fast 

@ Occasionally the self-driving 
computer will take over and 
attempt to drive you to a no- 
longer existing service center, 
unplugging the computer 
shuts down the car 

Getting this vehicle working counts 

as 3.5 picks of equipment 


OL’ BESSIE 

She’s not much, but she’ll get ya 

there. 

@ Cargo bed for hauling stuff 

@ —Lightbar still works 

@ Always a bumpy ride 

@ Engine often overheats and 
needs time to cool down 

Getting this vehicle working counts 

as 3 picks of equipment 


DEATH-CAB 4QT 

A working pre-war taxicab. 

@ Perfect if you intend to ferry 
passengers about 

@ Hidden smuggling 
compartments can fit 
contraband goods or even 
one or two people 

@ Bulletproof glass partition 

Getting this vehicle working counts 

as 3.5 picks of equipment 
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DAIRY TRUCK 


This used to deliver milk. 


@ = The high-pressure tank is still 
intact, and the pumps work 

@ = Tank is currently full of mold 

@ = If you clean out the tank you 
could deliver any fluid, from 
fuel to clean water to milk 

Getting this vehicle working counts 

as 3 picks of equipment 


DOOM DUMPER 


A working dump truck. 

@ Powerful engine, this can 
haul a lot of weight 

@ Dump bucket still works, 
perfect if you want to offload 
goods or passengers in a 
hurry 

@ Easy to repair 

Getting this vehicle working counts 

as 3 picks of equipment 


-ANDYMAN VAN 


A panel van, with FREE CANDY 

written on the side. 

@ = The engine is suprisingly quiet 

@ Secure back compartment, 
great for valuable cargo 

@ Unless you have candy to give 
away, you might want to 
repaint it 

Getting this vehicle working counts 

as 4 picks of equipment 
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THE PONDERING 
WIZARD VAN 


Avan with an airbrushed mural. 

@® Cool wizardy mural on the 
side of the panel van 

@ = The couch in the back folds 
out into a full-size bed 

@ Disco ball and lights in back, 
and a kickass sound-system 

Getting this vehicle working counts 


as 4 picks of equipment 
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X-TEAM VAN 

A panel van hurridly modified to 

survive the apocalypse. 

@  Up-armored 

@ = Six puncture-proof wheels 
make quick work of tough 
terrain 

@ A decent amount of cargo or 
passenger space in back 

Getting this vehicle working counts 

as 4 picks of equipment 
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TENTATRUCK 


Powered by a caged abomination. 


@ Twisted metal cage welded 
into the truck with tentacles 
emerging is very intimidating 

@ Runs off whatever you feed it 

@ Tempremental until you learn 
how to work with your 
‘partner’ beast 

Getting this vehicle working counts 

as 4 picks of equipment 
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RADLAND RANGER 


Make love not war, in this groovy 

modified camper. Needs new tires. 

@ Perfect for a mobile home in 
the post-apocalypse 

@ Not the fastest vehicle, you 
won’t be able to outrun foes 

@ Super easy to fix, barely an 
inconvenience 

Getting this vehicle working counts 

as 4 picks of equipment 
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MAGIC COOL BUS 


A modified bus. 

@ Tons of space for passengers, 
ideal as a troop transport or 
as a bus service 

@ Reliable hybrid gas-electric 


Can be used to carry cargo 

@ Large enough inside that you 
can live in it long-term 

Getting this vehicle working counts 

as 4 picks of equipment 
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HONEYBUCKET 


A converted pump trunk. 

@ Generates methane from its 
tank of sewage, the engine 
runs off the methane 


@ You can make your own fuel 


Built-in spray ‘weapon’ 

@ Smells a bit, but you'll get 
used to it hopefully 

Getting this vehicle working counts 

as 3 picks of equipment 


MYSTERIOUS VAN 


A panel van, it smells odd in the 

back like dog and cabbage 

@ Great gas milage, this can 
take you long distances 

@ = It has a habit of breaking 
down, but is pretty easy to fix 

@ Comfortably fits 5-6 people 

Getting this vehicle working counts 

as 4 picks of equipment 


THE MIXMASTER 

A converted cement truck. 

@ Cab is uparmored 

@ = The mixer on the back has 
been converted into an tiny 
armored appartment 

@ = Truck is slow but powerful 

@ Bad fuel economy 

Getting this vehicle working counts 

as 4 picks of equipment 


ICE SCREAMER 


An icecream truck, rebuilt and 


repurposed. 

@ = Sloping front armor 

@ Souped-up engine 

@ Refrigerated storage 
compartments inside 

@ =Built-in PA system 

@ Decent cargo space 

Getting this vehicle working counts 

as 4 picks of equipment 
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RAINBOW RAPIDO 


Make yourself seen with this car. 

@® Will either attract enemies 
with its bright painjob, or will 
scare them away like 
defensive coloration 

@ Amemorable (and fast) car, 
good if you want to leave a 
lasting impression 

Getting this vehicle working counts 

as 3.5 picks of equipment 


V-FOR-VELOCITY 


A wasteland racer. 


@ = Front and rear V8 engines, if 
one stops working you have a 
backup 

@ Puncture-proof tires 

@ Internal air-supply for 
radstorms and similar 
Radlands hazards 

Getting this vehicle working counts 

as 4 picks of equipment 


SPEED CHOPPER 

A fast car, made faster. 

@ ~~ Has had the back cab of the 
vehicle cut off and replaced 
with a flatbed 

@ Perfect for high-speed cargo 


delivery 
@ Working sound system, with 
songs pre-loaded 
Getting this vehicle working counts 
as 3.5 picks of equipment 


ROCKET RACER 


A fast car, built for racing. 


@ =Rocket built into rear for 
sudden speed boosts 

@ = §=Can outrun almost anything 
in short boosted bursts 

@ Red paint job because “Red 
Ones Go Faster” 

@ ~=Corinthian leather seats 

Getting this vehicle working counts 

as 4 picks of equipment 


ELECTRIC SLIDE 


A supercharged electric car. 


@ It has been converted so that 
it can burn conventional fuels 
to charge up its batteries, or 
recharge like a regular electric 
vehicle 

@ Can enter a super-charged 
mode for short busts of speed 

Getting this vehicle working counts 

as 3.5 picks of equipment 


STEAM QUEEN 

A sports car rebuilt to run on 

steam power. 

@ If you can burn it, it can be 
used as fuel 

@ = Takes a while to build up 
enough steam to start moving 

@ = Very fast once in motion 

@ Great handling 

Getting this vehicle working counts 

as 4 picks of equipment 


TANGERINE DREAM 

A unique pre-war concept car. 

@ Powered by twin griffon jet 
engines, this car is the fastest 
thing on the freeway 

@ Areal gas-guzzler, expect to 
have to refuel often 

@ Suprisingly rugged and well- 
armored 

Getting this vehicle working counts 

as 4.5 picks of equipment 


DRIFT D?ROYALE 


Cruise the wasteland in style. 


@ Aconvertible with an 
unblemished paintjob... how 
long will it remain 
unblemished with you behind 
the wheel? 

@ Amazingly stylish 

Getting this vehicle working counts 

as 4.5 picks of equipment 


AIRBLASTER 2000 


A car built after the apocalypse. 

@ = Anelectric vehicle that uses a 
sterling-cycle engine to 
charge its battery; any 
temperature difference will 
recharge it, even the weather 

@ ~~ Unless you have something to 
burn, charging can be slow 

Getting this vehicle working counts 


as 4.5 picks of equipment 


YOYODYNE BLURR 


A luxury sports car. 

@ Very fast, very powerful 

@ = Built-in UV light strips ward 
away vampires 

@ Onboard Al can drive it for 
short periods 

@ = Built-in armor retractable 
plating for emergencies 

Getting this vehicle working counts 

as 5 picks of equipment 


PINK LIGHTNING 

An electric supercar in barbie pink. 

@ = Solar powered, but can 
recharge traditionally too 

@ Fast, almost as fast as the 
Tangerine Dream 

@ Electric defence system 

@ = Functioning auto-drive 

@ Luxurious interior 

Getting this vehicle working counts 

as 5 picks of equipment 
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V16 VIPER 

A futuristic electric ‘flying’ car 

using ground-effect fans. 

@ Very fast 

@ = Dosn’t fly high, 6ft max 

@ Can move above water as 
easily as land, can float too 

@ Must stay light: no cargo, no 
upgrading with armor, etc 

Getting this vehicle working counts 

as 5 picks of equipment 


HEXWHEELER 

A 6-wheeled vehicle. 

@ = All-wheel stearing for 
superior handling 

@ = All-wheel drive for added 
power 

@ Reasonable speed & armor 

@® Ramming prow 

Getting this vehicle working counts 

as 4.5 picks of equipment 


DEADLY DELUXE 


A luxury car converted into a 


freeway killing-machine. 

@ = Spikes all over for maximum 
highway brutalage 

@ Luxurious inside 

@ Very fast, not great at offroad 

@ AC, cup holders, etc 

Getting this vehicle working counts 

as 5 picks of equipment 


BONE-CRUSHER 

A former garbage truck. 

@ Plenty of room in the back for 
hauling cargo, pasdsengers, 
or outfitting to live in 

@ Armored cab and back 

@ Monster-truck style wheels 
and suspension 

@ = Garbage crusher still works 

Getting this vehicle working counts 

as 4.5 picks of equipment 


THE PORKCHOP 
EXPRESS 


A heavily modified freightliner. 


@ Fast, reliable, roomy inside 

@ = Heavily armored all over 

@ Ownership papers for a ‘Jack 
Burton’, perfect if you want 
to start a new identity 

Getting this vehicle working counts 

as 5 picks of equipment 


LONG HAULER 


An armored haulage truck. 

@ Decent armor 

@ Big fuel tank makes for 
excellent range 

@ Roomy inside, use for hauling 
cargo or as a mobile base 

@ = Easy to repair 

@ Relatively slow 

Getting this vehicle working counts 

as 5.5 picks of equipment 


SIR TRUCKULES 


A converted hazmat truck. 


@ Even more armored than the 
Radland Rover 
@ Second-slowest vehicle 


Largest cargo capacity 

@ Powerful engine, this can just 
push other vehicles out of the 
way if it needs to 

Getting this vehicle working counts 

as 5.5 picks of equipment 


MALLARD ATV 


An amphibious vehicle. 


Individual suspension and 
drive for each wheel 

It can act like a boat or a car, 
escape enemies by going 
aquatic or racing on land 
Lightweight body, no armor 
and adding any isn’t possible 


Getting this vehicle working counts 


as 4.5 picks of equipment 


RADLAND ROVER 


A modified military 4x4. 


Heavily up-armored, 
puncture-proof tires 

Can ford rivers if needed 
Easy to repair 

Cargo space enough to lie 
down in or haul cargo 
Top turret hatch 


Getting this vehicle working counts 


as 5 picks of equipment 


KILLDOZER TANK 


A modified construction vehicle. 


Maximum armor, actual tank 
Worst gas milage ever 

Soooo slow, soooo loud 

Very cramped, no passengers 
Will crush anything in its way 
Terrible field of view 

Can haul other vehicles 


Getting this vehicle working counts 


as 5.5 picks of equipment 


PEDESTRIANATOR 
Cut through crowds with this 
weaponized vehicle. 

@ = The engine is directly linked 
to spinning people-eating 
blades at the front of the car 

@ Low-profile vehicle to present 
as small a target as possible 

Getting this vehicle working counts 

as 6 picks of equipment, includes 

two mounted Car-Nage weapons 


FIREBALL XL5 


An automotive flamethrower. 


@ ‘Fast, used to be a sports car 

@ == Has a built-in flamethrower 
weapon that can shoot 
burning fuel either forwards 
or backwards up to 50 feet 

@ Using the weapon uses fuel 

Getting this vehicle working counts 

as 6 picks of equipment, includes a 

mounted Flamethrower weapon 


DER FLEDERMAUS 


A gadget-filled car. 


Built-in oil-slick dispensers, 
grapling hooks, caltrop 
droppers, ejector seat, etc 
Fast, intimidating, armored 
Really lousy gas milage 
Looks cool, chicks dig it 


Getting this vehicle working counts 


as 6 picks of equipment, includes a 


mounted Harpoon Gun weapon 
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ROCKET TRUCK 


A construction vehicle repurposed 

towards the end of the final war. 

@ Armed with three explosive- 
tipped missiles, each one 
powerful enough to flatten a 
building or destroy a tank 

®@ Driving this will paint a huge 
target on your back 

Getting this vehicle working counts 

as 6 picks of equipment 


THE BEAST 


Former presidential limo. 


@ Armored like a tank, looks 
like a stretch 2050s limo 

@ = Terrible gas milage 

@ = Fully sealed against nuclear, 
biological, & chemical threats 

@ = Handles like a tank too, large 
turning circle 

Getting this vehicle working counts 

as 7 picks of equipment 
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RIOTCRUSHER APC 


A former police armored vehicle. 

@ Armored Personel Carrier, 
can fit up to a dozen fully 
equipped riot police inside 

@ Low-profile microwave pain- 
blaster turret 

@ Sealed against fire and 
chemical attacks 

Getting this vehicle working counts 


as 8 picks of equipment 


HOVERCRAFT 


Ride in style on a cushion of air. 


@ Can move over water as 
easily as land 

Armored air-cushion skirt 
Lightly armored cabin 
Extremely noisey fans 


Onboard radar detects 
aircraft, vehicles, etc 

Getting this vehicle working counts 
as 6 picks of equipment 


BIFROST UNIT 


An anti-vampire riot police vehicle. 


@ = Built-in anti-vampire charged 
plasma weapon, non-lethal to 
vampires but deadly to 
regular humans 

@ Armored all-terrain vehicle 

@ Little room inside, just space 
for a driver and a navigator 

Getting this vehicle working counts 

as 7 picks of equipment 


DREADHAWK FRV 


A military Fast Response Vehicle. 

@ = Can travel at up to 90mph 
both onroad and offroad 

@ = Milirary-grade armor plating, 
not just stuff welded on after 
the Big One 

@ 80mm main gun 

Getting this vehicle working counts 

as 8 picks of equipment 


NIGHT RIDER 

A ‘small’ monster truck. 

@ Can go up and over most 
obstacles 

@ = Raised car body offers 
excellent views of your 
surroundings 

@ Lousy gas milage 

@ Squash your enemies 

Getting this vehicle working counts 

as 6 picks of equipment 


ABRAHAM FRV 


An anti-vampire military vehicle. 

@ Powerful UV lamps built into 
the wheels & body 

@ = All-terrain vehicle, but also 
very fast 

@ = Twin stake-launcher weapons 
at the front 

@ = Lightweight composite armor 

Getting this vehicle working counts 

as 7 picks of equipment 
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M97 SPIDER-TANK 
A small one-person walking ‘tank’. 
@ = § Canscurry quickly in any 
direction, and climbs slopes 
too steep for regular tanks 
@ = Fully sealed against nuclear, 
biological, & chemical threats 
@ Uses up power cells quickly 
@ = Anti-personel laser weapon 
Getting this vehicle working counts 
as 8 picks of equipment 


WINTERBOURNE 
NUCLEAR TANK 


A British-designed tank running off 

a miniature AP3500 reactor. 

@ Desert camoflage and scrim 

@ Won’t run out of power for 
many centuries more 

@  Reactive/Proactive armor 

@® 120mm main gun 

Getting this vehicle working counts 

as 10 picks of equipment 


SCRAP-7 MECHSUIT 

A 12’ tall suit of power armor! 

@ = Has been put together from 
other suits, patchwork design 

@ = Eats through power cells 

@ = Regularly malfunctions, and 
sometimes traps you inside 

@ = Extremely hard to fix 

@ Awesome fighting machine 

Getting this vehicle working counts 

as 10 picks of equipment 


DUCDUK SEAPLANE 


Is it a boat, is it an aircraft? Yes. 

@ = = Can land on water or land 

@ Can double as a boat if you 
are low on fuel 

@ Fuel intensive 

@ Great cargo space 

@ Easy to repair, but will need 
constant maintenence 

Getting this vehicle working counts 

as 10 picks of equipment 
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SPEAKER SYSTEM 

Install a sound system. 

@ With the cyber-eye you can 
talk through your car 

@ Play sweet tunes 

@ Set up an alarm system 

Salvaging & installing this counts 


as 2 picks of equipment 
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AIR FILTER 


Filter the air coming into your 

vehicle. 

@ Attach to your engine to stop 
dust from messing things up 

@ = Attach it to your vehicle cab 
to keep the air you breathe 
free of radioactive dust and 
poisonous gasses 

Salvaging & installing this counts 

as 2 picks of equipment 


GYROMAPPER 

Keep track of your journey. 

@ ~=Records things like distance 
travelled, direction of travel, 
etc. Can record 100 hours 

@ = Has a playback mode which 
rings a bell when you deviate 
from a route you have 
previously taken 

Salvaging & installing this counts 

as 3.5 picks of equipment 


BLOOD-DRIVE 


Invented after the Big One. 

@ Convert blood to useable fuel 

@ = A person-worth of blood can 
get you 250 milesg, maybe 
more if you drive carefully 

@ Easy to install into any non- 
electric vehicle 

Salvaging & installing this counts 


as 4 picks of equipment 
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BOOBYTRAP 


Stop others from messing with 

your vehicle. 

@ = If the trap is not disarmed it 
saets off a time when the 
vehicle engine starts 

@ When the timer goes off 
whatever weapon this is 
connected to activates 

Salvaging & installing this counts 

as 2 picks of equipment 
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FLUID FILTER 

A fluid filter. 

@ = Attach to an onboard tank to 
turn your urine into drinkable 
water 

@ = Attach it to your engine to 
purify petrochemicals, 
turning wasteland sludge 
back into useable fuel 

Salvaging & installing this counts 

as 2 picks of equipment 
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UPGRADED 
SUSPENSION 


Better suspension for your vehicle. 

@ Install heavier springs if you 
are adding extra armor or will 
be carrying cargo 

@ Install more responsive 
springs for better offroad 
handling 

Salvaging & installing this counts 

as 3.5 picks of equipment 


ya 


PSI BOOSTER 


Convert psychic energy into 

psychoelectrical power. 

@ = By thinking hard you can 
super-charge an electric 
vehicle for greater speed 

@ Lose 1 point of Psi Power per 
hour of driving, each point 
returns after an hour of rest 

Salvaging & installing this counts 

as 4 picks of equipment 


COMMS UNIT 


A radio powered by your engine. 

@ = Transmit and receive without 
your engine running 

@ You need to run your engine 
to transmit through radstorm 
interference, and even then 
you might have issues 

Salvaging & installing this counts 

as 2 picks of equipment 


FLUID PUMP 


Pump fluids, obviously. 

@ = Attach it to your engine and 
pump fuel directly from other 
vehicles, or spray your fuel 
out as a weapon 

@ = Attach it to internal tanks to 
pump water into onboard 
storage 

Salvaging & installing this counts 

as 2 picks of equipment 


REMOTE CONTROL 

Control your vehicle, remotely. 

@ Comes with RC transmitter 

@ Control major mechanical 
things like door locks, 
ignition, break, acceleration, 
and steering 

@ =s—~Pair with gyro-mapper for 


auto-driving 
Salvaging & installing this counts 
as 3.5 picks of equipment 
—_ — — 
a RS 
(: fi a | y iy 
q y) 
’ AA f 


PHANTOMATON AI 


A haunted necrotech computer. 

@ Hook it up to a vehicle for a 
self-driving car under your 
command 

@ Improves your driving to 
Hollywood stunt-driver levels 

@ = Ashackled ghost, what could 
possibly go wrong? 

Salvaging & installing this counts 

as 4 picks of equipment 
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FLAMETHROWER 

Burn your enemies. 

@ = Sprays gouts of burning fuel 
onto your enemies 

@ You could carry this as a 
personal weapon instead of 
vehicle-mounted, but its 
bulky and you’d have to carry 
a flamable container of fuel 

Salvaging & installing this counts 

as 2 picks of equipment 


,AR-NAGE 

A vehicle-mounted melee weapon, 

for close-up brutality. 

@ = It cuts as it chainsaws as it 
pierces as it drills 

@ Mount on the side of your 
vehicle to attack as you drive 
past, or mount on the front to 
ram into stuff 

Salvaging & installing this counts 

as 3 picks of equipment 


ROTARY CULVERIN 

Rapid-fire weapon. 

@ Medium accuracy and power, 
but extremely rapid fire 

@ = Great for straffing runs or 
supressing fire 

@ Water-cooled rotating barrels 
prevent the gun from 
overheating 

Salvaging & installing this counts 

as 3.5 picks of equipment 
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BOMBARD LASER 


An ultraviolet light weapon. 

@® = = Will burn humans and objects 
at short range, but works 
against vampires even at long 
range 

@ Can be set to scatter bursts of 
UV light, good for keeping 
vampires at bay 

Salvaging & installing this counts 

as 4 picks of equipment 


HARPOON GUN 


Stick it to your foes. 


@ Attaches your vehicle to 
theirs, or turn sharp corners 
@ You could carry this as a 
personal weapon instead of 
vehicle-mounted, just 
remember to attach the near 
end of the line to something 
Salvaging & installing this counts 
as 2 picks of equipment 
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SONIC BLATTER 

A soundwave-based weapon. 

@ = Shakes vehicles and 
structures apart by finding 
and matching their resonant 
frequency 

@ Needs you to hold your 
vehicle steady relative to the 
target 

Salvaging & installing this counts 

as 3 picks of equipment 


MAGNETOCOIL GUN 


Accurate and powerful. 

@ = High accuracy even at long 
range, medium power 

@ The weapon system can 
launch anything iron/steel, 
making ammo is easy 

@ = Great for when you have time 
to line up a shot first 

Salvaging & installing this counts 

as 3.5 picks of equipment 


REDWIND HAWK 


Oversized rifle with huge bullets. 
@ You could carry this asa 
personal weapon instead of 
vehicle-mounted, but its too 
big for baseline humans 
Salvaging & installing this counts 
as 2 picks of equipment. You need 
the Brute Strength Evo-Vial to 
carry this, you need to take the 
Evo-Vial x3 to use it effectively 


ARQUEBUSTER 


When you don’t have time to aim, 
this gun means you don’t have to. 
@ = Blasts 50mm shotgun shells 
@ Easy to make new ammo 

from gunpowder and scrap 
@ = Limited number of shots 

before you need to manually 

reload the weapon 
Salvaging & installing this counts 
as 3 picks of equipment 


HEAVY CANNON 


Goes boom! 

@ Super-powerful, poor 
accuracy at anything beyond 
medium range 

@ ~The kickback from the 
weapon shooting pushes 
against you car, you must 
anticipaste it while driving 

Salvaging & installing this counts 

as 3.5 picks of equipment 


P-DEF LASER 

A defensive weapon. 

@ A point defense weapon, 
auto-targets incoming 
projectiles to destroy them 
before they can destroy you 

@ Strong against single 
projectiles, weaker against 
scattered shots 

Salvaging & installing this counts 

as 4 picks of equipment 
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FALCONET LASER 


A capacitor-laser ‘rifle’. 


@ =Accurate and powerful, but 
drains power quickly 

@ = Can fire in short rapid bursts 
to save power, or produce 
long energy beams 

@  Cool-down period when it 
starts to overheat 

Salvaging & installing this counts 

as 4 picks of equipment 


LIGHT ARMOR 


Thin metal sheeting welded or 

bolted into place. 

@ Defeats low-caliber bullets at 
a distance, might help to 
deflect higher caliber bullets 
close up 

@ = Extra weight slows you down 

@ Max armor for anything flying 

Salvaging & installing this counts 

as 1.5 picks of equipment 
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RECYCLED REBAR 
REINFORCEMENT 


Weld rebar to your vehicle’s body 

and into its bodywork’s voids. 

@ Added durability, but not as 
protective as light armor nor 
or as obvious as light armor 

@ = Extra weight slows you down 

Salvaging & installing this counts 

as 1.5 picks of equipment 


OBSERVATION POD 
An armored bubble for looking 
around without exposing yourself. 
@ Helps decrease the penalties 
to driving from armoring your 
windows 
@ = Extra weight slows you down 
Salvaging & installing this counts 
as 2 picks of equipment 


HEAVY ARMOR 


Thick metal plating. 

@® Turn a regular vehicle into 
something more tank-like, or 
layer atop other armor for 
added protection 

@ ~=Extra weight of this heavy 
armor really slows you down 

Salvaging & installing this counts 

as 4 picks of equipment 


SYSTEMS ARMOR 


Armor vital areas only. 

@ Uparmor your fuel tank and 
other vital areas to avoid 
catastrophic failures when 
attacks get past other armor 

@ = Extra weight slows you down, 
but not as much as Light 
Armor 

Salvaging & installing this counts 

as 1.5 picks of equipment 


LOCKING HATCH 


An armored hatch that you can 

lock from the inside. 

@ You can use it as an 
entrancxe/exit if you have 
decided to weld doors shut 

@ Place in the roof of your 
vehicle to pop out to attack 

Salvaging & installing this counts 

as 1.5 picks of equipment 


FIRING PORTS 

For when you want to fire a hand- 

held weapon from inside your 

vehicle but you don’t want to 

expose yourself to attack. 

@ Shoot without endangering 
yourself 

@ Limits your field of fire 

Salvaging & installing this counts 

as 2 picks of equipment 


ANTI-LASER COAT 


Aluminum foil and plastic makes 


for suprisingly good laser-resistant 

armor. 

@ = Resists attacks by lasers by 
reflecting them away 

@ = Dosn’t work if it gets dirty 

@ Being super shiney makes you 
stand out 

Salvaging & installing this counts 

as 4 picks of equipment 


-AMO PAINTJOB 


They can’t hit you if they can’t see 

you. You can apply 1 of 2 types: 

@ Blending Camoflage works 
best when you are parked 

@ = Razzle-Dazzle Pattern works 
best when you are in motion, 
making you stand out but 
confusing enemy aim 

Salvaging & installing this counts 

as 1.5 picks of equipment 


SPYHOLE LENS 

For when you want to peer out at 

somebody without them seeing 

you looking at them. 

@ Unobtrusive 

@ = Hard to use when you are in 
motion or to aim 

Salvaging & installing this counts 

as 1.5 picks of equipment 


WINDOW ARMOR 


Metal slats that allow you to see 

through the gaps. 

@ Weld in place atop your 
windows to protect you from 
debris and projectiles 

@ Makes driving more difficult 
as you can’t see as well 

@ ~=Extra weight slows you down 

Salvaging & installing this counts 

as 2 picks of equipment 


ABLATIVE ARMOR 


Sandwiched ceramic/metal plates. 

@ Designed to be destroyed by 
incoming attacks rather than 
the energy of the attacks 
piercing through 

@ Best armor upgrade, but 
attacks degrade it 

@ ~=Extra weight slows you down 

Salvaging & installing this counts 

as 4 picks of equipment 
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WILD-ONE SEAT 

Leopard-print seating. 

@ Better than what your vehicle 
currently has installed 

@ = Stylish, all the other post- 
apocalyptic warlords will be 
envious 

Salvaging & installing this counts 

as 1.5 picks of equipment 


LUXURY SEAT 

Drive deluxe. 

@ Sumptious embroidered 
velvet cushions 

@ Massage setting 


Opulant auto-warming 

@ Makes long-distance driving 
and sleeping in your seat 
much more bearable 

Salvaging & installing this counts 

as 2 picks of equipment 


PRO-DRIVE SEAT 

For the professional post- 

apocalyptic survivor. 

@ Haptic feedback improves 
your driving 

@ Safety cushioning to protect 
you in the event of high- 
speed road warrior collisions 

@ = In-chair speakers 

Salvaging & installing this counts 

as 2.5 picks of equipment 


LUNATECH SEAT 


With this seat you hardly need to 


look out of the window. 

@ ~=Holographic real-time display 
of all vehicle sensors and 
systems 

@ Superior haptic feedback 

@ Takes some getting used to, 
easy to get distracted at first 

Salvaging & installing this counts 

as 3.5 picks of equipment 


WILD-ONE WHEEL 


Leopard-print steering. 


@ Better than what your vehicle 
currently has installed 

@ = Stylish, all the other post- 
apocalyptic warlords will be 
envious 

Salvaging & installing this counts 

as 1.5 picks of equipment 


LUXURY WHEEL 


Treat yourself to a divine driving 

experience for your hands. 

@ Heated wheel with deluxe 
memory-foam comfort 
padding 

@ =In-wheel AC 

@ = Center of the wheel is a 
luxury sound system 

Salvaging & installing this counts 

as 2 picks of equipment 
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PRO-DRIVE WHEEL 
Drive like a pro with this steering 
wheel. 

@ = All your vital controls and 
readouts in one place, 
accessable at a glance 

@ Driver’s airbag at the center 
of the wheel 

Salvaging & installing this counts 

as 2.5 picks of equipment 


LUNATECH WHEEL 


A hard-light steering wheel. 


@ Superior haptic feedback 
from hard-light construct 
steering wheel 

@ = The smart display system 
anticipates the information 
about the vehicle that you 
will need and shows it to you 

Salvaging & installing this counts 

as 3.5 picks of equipment 


WILD-ONE SHIFT 


Leopard-print gear shift. 

@ _sBetter than what your vehicle 
currently has installed 

@ Stylish, all the other post- 
apocalyptic warlords will be 
envious 

Salvaging & installing this counts 

as 1.5 picks of equipment 


LUXURY SHIFT 


You don’t want your vehicle 
stolen, so perhaps it would be best 
to install this shocking gearstick. 

@ = If the driver dosn’t press a 
hidden button within a 
minute of the vehicle starting 
the gearstick becomes 
lethally electrified 

Salvaging & installing this counts 

as 2 picks of equipment 
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PRO-DRIVE SHIFT 


A gearshift for the more discerning 

driver. 

@ Haptic feedback stick 

@ = Cruise-controls built in for 
long-distance driving 

@ Switch between manual and 
automatic transmission at the 
press of a button 

Salvaging & installing this counts 

as 2.5 picks of equipment 


LUNATECH SHIFT 

A smart shifter system, more than 

just automatic transmission this 

manages multiple vehicle systems. 

@ Anticipates your needs based 
on the road conditions ahead 

@ Option of manual control for 
when you really need it 

@ Can be voice-operated 

Salvaging & installing this counts 

as 3.5 picks of equipment 
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ISOLATED COMPAS 


Always know magnetic north 


@ Acompas that is isolated 
from the magnetic fields of 
your vehicle but still reads 
the Earth’s magnetic field. 

@ Press the button in the 
middle to switch to altitude 
mode or pitch/roll mode 

Salvaging & installing this counts 

as 1.5 picks of equipment 


EXTERNAL CAMERA 


Who needs vulnerable windows 

when you can install this? 

@ Armored camera lets you 
look around you 

@ = Hooks up to an internal 
screen that you watch 

@ = Use as an alternative to rear- 
view mirrors 

Salvaging & installing this counts 

as 2.5 picks of equipment 


RADAR 


Spot enemies before they spot 

you, using RADAR. 

@ Gives better return on large 
metal objects, has trouble 
picking up people and most 
mutant creatures 

@ = Picks up large terrain features 

Salvaging & installing this counts 

as 3.5 picks of equipment 


WEAPON TURRET 
Aim your weapon from inside your 
vehicle, instead of having it fixed 
in place and having to line your 
vehicle up to take a shot. 
@® Combine with Targeting 
Scope and/or Cyber-Eye 
Salvaging & installing this counts 
as 4 picks of equipment. Decide 
which weapon or weapons you 
want to make part of the turret 
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PERISCOPE 

A simple device for looking around 

without exposing yourself. 

@ ~=~Perfect if you have covered 
your windows with armor but 
still want to see where you 
are headed 

@ Install a periscope with tinted 
glass to look at explosions 

Salvaging & installing this counts 

as 1.5 picks of equipment 


TARGETING SCOPE 

See exactly what your weapon is 

pointed at. 

@ Displays a visual of whatever 
your weapon is pointed at 

@ Can be adjusted for range, 
weapon pull, etc 

Salvaging & installing this counts 

as 2.5 picks of equipment. Decide 

which weapon you want to link the 

targeting scope to 


THERMO/IR 


See at night or through dust. 

@ The thermographic camera 
picks up heat signatures, 
great for seeing vehicles with 
hot engines and living things 

@ = The infra-red nightvision 
camera lets you see in the 
dark and through dust clouds 

Salvaging & installing this counts 

as 3.5 picks of equipment 


CYBER-EYE 

Gouge out one of your eyes to link 

yourself to your vehicle. 

@ Comes asa pair, install one 
somewhere in your vehicle to 
look around from that 
vantage point 

@ Install the other in an empty 
eye socket 

Salvaging & installing this counts 

as 5 picks of equipment 


TRIPOD 


A weapon accessory. 


Combine up to three hand- 
held weapons into a single 
vehicle-mounted weapon 
Turn a fixed vehicle-mounted 
weapon into a crew-operated 
weapon 


Salvaging & installing this counts 


as 1.5 picks of equipment 


ARMORED HATCH 


Why advertise? 
e 


Conceals weapons etc you 
need them, opens at the flick 
of a switch or button press 
You can use an armored 
hatch to protect your fuel 
from being syphoned off by 
wasteland scavengers 


Salvaging & installing this counts 


as 2 picks of equipment 


LIDAR/LADAR 


A non-visual sensor system. 


Uses LADAR to accurately 
map the terrain around you 
Uses LIDAR to accurately 
detect the finer details of 
objects ahead of you 
Impossible to hide from using 
camoflague or heat 


Salvaging & installing this counts 


as 3.5 picks of equipment 


PSIBER-INTERFACE 
Install a chip in your brain. 
. 


Link your mind directly to 
your vehicle, control it by 
thought alone 

You need to drill a small hole 
into your skull 

Damage to your vehicle 
causes feedback pain 


Salvaging & installing this counts 


as 6 picks of equipment 
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TRADITIONAL 
LEATHER JACKET 


The traditional option, some might 


call this a safe choice but plain 
black is classic cool. 


Counts as 1 pick of equipment, or 
you can pull it off a dead body 
while salvaging and installing car 
components for only 0.25 picks 


RAINBOW LEATHER 
JACKET 


Wear your heart on your sleeve 
with this rebellious leather jacket. 


Counts as 1 pick of equipment, or 
you can pull it off a dead body 
while salvaging and installing car 
components for only 0.25 picks 
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STEAMPUNK 
LEATHER JACKET 


Meet the challenges of the future 
with the fashions of the past. 


Counts as 1 pick of equipment, or 
you can pull it off a dead body 
while salvaging and installing car 
components for only 0.25 picks 


FREEDOM FLAG 
LEATHER JACKET 


Hang your colors from the mast 


with this patriotic jacket from a 


country long gone. 


Counts as 1 pick of equipment, or 
you can pull it off a dead body 
while salvaging and installing car 
components for only 0.25 picks 


BLOOD-RED 
LEATHER JACKET 


Red, so the bad guys can’t see you 
bleed. 


Counts as 1 pick of equipment, or 
you can pull it off a dead body 
while salvaging and installing car 
components for only 0.25 picks 


LEATHER BAND 
JACKET 


Airbrushed leather with plenty of 
band patches to show your love of 
both good music and great music. 


Counts as 1 pick of equipment, or 
you can pull it off a dead body 
while salvaging and installing car 
components for only 0.25 picks 
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FLAME PATTERN 
LEATHER JACKET 


You are ready to raise hell and 
make some noise! 


Counts as 1 pick of equipment, or 
you can pull it off a dead body 
while salvaging and installing car 
components for only 0.25 picks 
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GREAT NORTH 
LEATHER JACKET 


An exeptionally warm leather 
jacket with a cool leaf pattern 
front and back. 


Counts as 1 pick of equipment, or 
you can pull it off a dead body 
while salvaging and installing car 
components for only 0.25 picks 
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WILD-ONE 
LEATHER JACKET 


A leopard print jacket, worn as a 


warning that you are ready to rock 
this apocalypse. 


Counts as 1 pick of equipment, or 
you can pull it off a dead body 
while salvaging and installing car 
components for only 0.25 picks 


COLA WARS 
LEATHER JACKET 


They might not be making it 
anymore, but that dosn’t mean 
you can’t support your favorite 
mass-produced carbonated drink. 


Counts as 1 pick of equipment, or 
you can pull it off a dead body 
while salvaging and installing car 
components for only 0.25 picks 


PINK RAVE 
LEATHER JACKET 


Who says the apocalypse can’t be 
fun too? 


Counts as 1 pick of equipment, or 
you can pull it off a dead body 
while salvaging and installing car 
components for only 0.25 picks 
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COOL BRITANNIA 
LEATHER JACKET 


A leather jacket from a tea- 
drinking nation overseas. 


Counts as 1 pick of equipment, or 
you can pull it off a dead body 
while salvaging and installing car 
components for only 0.25 picks 
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ROADJACK 


Inspired by medieval armor and 
motorcycle leathers, this coat 
offers protection both from road 


rash and from other drivers. 


Counts as 1 pick of equipment, or 
you can pull it off a dead body 
while salvaging and installing car 
components for only 0.25 picks 


RAINBOW COAT 


Fur and feathers in every color 
there is to help you stand out from 
the crowd in the wasteland. 


Counts as 1 pick of equipment, or 
you can pull it off a dead body 
while salvaging and installing car 
components for only 0.25 picks 


LONGCOAT 


A leather long coat, to flap 
dramatically in the wind or to 
protect you from the elements. 


Counts as 1 pick of equipment, or 
you can pull it off a dead body 
while salvaging and installing car 
components for only 0.25 picks 


FORMAL COAT 


A little old-fashioned, but when 
fashion means business something 
smart and understated is key. 


Counts as 1 pick of equipment, or 
you can pull it off a dead body 
while salvaging and installing car 
components for only 0.25 picks 
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COP UNIFORM 


Masquerade as an enforcer of 
authority for fun and profit, or act 
the part and attempt to bring law 
to the lawless. 


Counts as 1 pick of equipment, or 
you can pull it off a dead body 
while salvaging and installing car 
components for only 0.25 picks 


=| » ., 
- 4 we . 
ae | Fe 
= 32 See < 
<~ a on 
Ad ae! 


-AMO COAT 


A garment to help you blend into 
the environment, because 
discretion is the better part of 
valor. 


Counts as 1 pick of equipment, or 
you can pull it off a dead body 
while salvaging and installing car 
components for only 0.25 picks 


RINGLEADER COAT 


No matter if you are the mistress 
of mayhem, the master of murder- 
clowns, or the non-binary boss of 
the big top, this is the coat for you. 


Counts as 1 pick of equipment, or 
you can pull it off a dead body 
while salvaging and installing car 
components for only 0.25 picks 


POST-APOC CLOAK 


A perfect garment for being 
mysterious in, leading a cult, or 
just keeping warm and dry. The 
ragged edges make you look like a 
bat when the cloak billows. 


Counts as 1 pick of equipment, or 
you can pull it off a dead body 
while salvaging and installing car 
components for only 0.25 picks 


DENIM COAT 


Show your blue jean credentials 


with this tough denim garment. 


Counts as 1 pick of equipment, or 
you can pull it off a dead body 
while salvaging and installing car 
components for only 0.25 picks 


RADSTORM COAT 


A mix of tough leather, rubber, 
and firefighter uniform. It won’t 
stop the worst radstorms from 
melting your skin, but it might buy 
you enough time to find shelter. 


Counts as 1 pick of equipment, or 
you can pull it off a dead body 
while salvaging and installing car 
components for only 0.25 picks 


BATTERED COAT 
Maybe grabbing attention in the 
post-apocalyptic landscape isn’t 
such a great idea... a nice non- 
descript garment for the discerning 
adventurer is in order. 


Counts as 1 pick of equipment, or 
you can pull it off a dead body 
while salvaging and installing car 
components for only 0.25 picks 


TRENCHWAR COAT 
A military garment from the last 
desperate days of the last war, this 
offers protection at the cost of 
added bulk and weight. 


Counts as 1 pick of equipment, or 
you can pull it off a dead body 
while salvaging and installing car 
components for only 0.25 picks 
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TOP HAT 
Be the fanciest person in the 


wasteland with this extravegant 
hat. 


Counts as 1 pick of equipment, or 
you can pull it off a dead body 
while salvaging and installing car 
components for only 0.25 picks 


MOTOCOP HELMET 
Head protection for riding a bike 
or dealing with a riot. 


Counts as 1 pick of equipment, or 
you can pull it off a dead body 
while salvaging and installing car 
components for only 0.25 picks 


SANTIAGO HAT 


A stylish wide-brimmed hat for 
those that want to be seen, or who 
want to cut a dashing figure as 
they fade into the shadows. 


Counts as 1 pick of equipment, or 
you can pull it off a dead body 
while salvaging and installing car 
components for only 0.25 picks 


-ARNIVAL HAT 


Celebrate life in this flambouyant 
feathered hat. 


Counts as 1 pick of equipment, or 
you can pull it off a dead body 
while salvaging and installing car 
components for only 0.25 picks 
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BOWLER HAT 


Bowler hats speak of honesty and 
respectability. 


Counts as 1 pick of equipment, or 
you can pull it off a dead body 
while salvaging and installing car 
components for only 0.25 picks 


WHITE HAT 


For those that want to display to 


others that they are to be trusted, 
or perhaps for those who want to 
appear heroic in order to abuse 
the trust of others. 


Counts as 1 pick of equipment, or 
you can pull it off a dead body 
while salvaging and installing car 
components for only 0.25 picks 


BASEBALL CAP 


Something basic to keep the sun 
out of your eyes. 


Counts as 1 pick of equipment, or 
you can pull it off a dead body 
while salvaging and installing car 
components for only 0.25 picks 


BLACK HAT 


The opposite of the white hat, a 
good choice to look intimidating or 
to show that you don’t care what 
others think of you. 


Counts as 1 pick of equipment, or 
you can pull it off a dead body 
while salvaging and installing car 
components for only 0.25 picks 


AVIATOR HAT 


Keeps your head warm, and 
provides some padding. 


Counts as 1 pick of equipment, or 
you can pull it off a dead body 
while salvaging and installing car 
components for only 0.25 picks 


RASPBERY BERET 
Wear it military style, french-style, 
or as a cute pretty hat. 


Counts as 1 pick of equipment, or 
you can pull it off a dead body 
while salvaging and installing car 
components for only 0.25 picks 


TANK CREW HAT 


Padding and light armor to protect 


your head when opperating 
machinery in a moving vehicle. 


Counts as 1 pick of equipment, or 
you can pull it off a dead body 
while salvaging and installing car 
components for only 0.25 picks 
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RADLANDS COWL 


A tough leather covering for your 
head and shoulders. 


Counts as 1 pick of equipment, or 
you can pull it off a dead body 
while salvaging and installing car 
components for only 0.25 picks 
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LEATHER SMILING 
HUMAN MASK 


.. or Should that be smiling 
human-leather mask? 


Counts as 1 pick of equipment, or 
you can pull it off a dead body 
while salvaging and installing car 
components for only 0.25 picks 


BIG BABYDOLL 
MASK 


There is nothing quite as creepy as 
a heavily-armed giant baby. 


Counts as 1 pick of equipment, or 
you can pull it off a dead body 
while salvaging and installing car 
components for only 0.25 picks 


ROSE-TINTED 
GLASSES 
The world looks so much better 


through these lenses. 


Counts as 1 pick of equipment, or 
you can pull it off a dead body 
while salvaging and installing car 
components for only 0.25 picks 
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TANK CREW 
GOGGLES 


Protective goggles to keep your 
eyes safe from flying debris and 
sudden blasts of nuclear light. 


Counts as 1 pick of equipment, or 
you can pull it off a dead body 
while salvaging and installing car 
components for only 0.25 picks 


MR JOLLY THE 
CLOWN MASK 


A friendly clown mask to show 
that you mean no harm. 


Counts as 1 pick of equipment, or 
you can pull it off a dead body 
while salvaging and installing car 


components for only 0.25 picks 


CHROME 
-ALAVERA MASK 


A Dia de los Muertos design etched 
into a chrome-coated metal mask. 


Counts as 1 pick of equipment, or 
you can pull it off a dead body 
while salvaging and installing car 
components for only 0.25 picks 


REGAL DRIVING 
SHADES 


Perfect for driving, or pretending 
you are Elvis. 


Counts as 1 pick of equipment, or 
you can pull it off a dead body 
while salvaging and installing car 
components for only 0.25 picks 


WAYFAIRER 
CLASSIC SHADES 


When Timbuk 3 sung “The future’s 
so bright I gotta wear shades” in 
the 1980s, these were the shades 


they were singing about. 


Counts as 1 pick of equipment, or 
you can pull it off a dead body 
while salvaging and installing car 
components for only 0.25 picks 


ANIMAL MASK 


If it supposed to be a cat ora 
rabbit? 


Counts as 1 pick of equipment, or 
you can pull it off a dead body 
while salvaging and installing car 
components for only 0.25 picks 


MASK OF THE RED 
DEATH 

A lightweight armored mask in 
blood red. 


Counts as 1 pick of equipment, or 
you can pull it off a dead body 
while salvaging and installing car 
components for only 0.25 picks 


SINISTER DARK 
GLASSES 


Glasses with a minimalistic design 
to give you an intimidating stare. 


Counts as 1 pick of equipment, or 
you can pull it off a dead body 
while salvaging and installing car 
components for only 0.25 picks 


PROFESSOR 
GLASSES 


Corrective lenses, or just wear 


them percvhed on your nose to 
look clever. 


Counts as 1 pick of equipment, or 
you can pull it off a dead body 
while salvaging and installing car 
components for only 0.25 picks 
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ALEX M. TAYLOR 
Career 

@ N/A[No Career Listed] 
Pastimes, Hobbies, Skills 


@ SCA/LARP 

@ Pottery and clay sculpting 
@ = Blacksmithing 

@ Leatherworking 

When awoken this person finds 
and takes 1d3+2 (3-5) evo-vials 
and 4 pieces of equipment 
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CHARLIE E. PARKS 


Career 
@ Accountant 


Pastimes, Hobbies, Skills 

@ Bike riding 

@ Bike repair and maintenance 
@ Sewing dresses 

@ Fashion blogging 

When awoken this person finds 
and takes 1d3+2 (3-5) evo-vials 
and 4 pieces of equipment 
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TAYLOR R. ELLIS 


Career 


@ Automotive Mechanic 


Pastimes, Hobbies, Skills 

@ Amataur biohacker 
(hormones) 

@® Camping 

@ Fermenting wine & spirits 

When awoken this person finds 

and takes 1d3+4 (5-7) evo-vials 

and 0 pieces of equipment 
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DAKOTA H. BROOK 


Career 

@ Stay-at-Home Parent 
Pastimes, Hobbies, Skills 

@® = Indoor rock-climbing 

@ = Paintball 

@ Karate 

@ Candle making 

When awoken this person finds 
and takes 1d3 (1-3) evo-vials and 8 
pieces of equipment 
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JORDAN A. REED 


Career 

@ Linguistics student 
Pastimes, Hobbies, Skills 
@ Woodworking 

@ = Fishing 

@ Horror Movies 


@ Escape Rooms 

When awoken this person finds 
and takes 1d3+3 (4-6) evo-vials 
and 2 pieces of equipment 
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AVERY T. COLLINS 
Career 

@ Office Worker 

Pastimes, Hobbies, Skills 
@ Gardening 


@ Foraging for mushrooms 
@ Archery 

@ Judo 

When awoken this person finds 
and takes 1d6+1 (2-7) evo-vials 
and 2 pieces of equipment 


SASEY T. SULLIVAN 


Career 

@ Professor of Mathematics 
Pastimes, Hobbies, Skills 
@ Geocaching 


@ =Car Restoration 

@ Cooking 

@® Collecting trading cards 
When awoken this person finds 
and takes 1d3+2 (3-5) evo-vials 
and 4 pieces of equipment 
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REESE B. BENNETT 


Career 
@® Urgent Care Nurse 


Pastimes, Hobbies, Skills 
@ = Hiking 

@® Writing fan-fiction 

@ Watching sport 

@ = Baking 

When awoken this person finds 
and takes 1d3+2 (3-5) evo-vials 
and 4 pieces of equipment 


RILEY J. MITCHELL 
Career 
@ Cook 


Pastimes, Hobbies, Skills 
@ ~=Herbal medicine 


@ Hothouse growing of plants 
@ = Playing guitar 

@ Botany & plant identification 
When awoken this person finds 
and takes 1d3+1 (2-4) evo-vials 
and 4 pieces of equipment 
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JAMIE S. MORGAN 
Career 
@ = Soldier 


Pastimes, Hobbies, Skills 
@ Video games 


@ Drinking 
@ = § Quiz night 
@ Clubbing 


When awoken this person finds 
and takes 1d3+2 (3-5) evo-vials 
and 4 pieces of equipment 
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SAM K. CAMPBELL 


Career 
@ Construction Worker 


Pastimes, Hobbies, Skills 
@® Street racing 

@ Urban Exploration 

@ Comic books 

@ Cosplay 

When awoken this person finds 
and takes 1d6+1 (2-7) evo-vials 
and 3 pieces of equipment 
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MORGAN D. GRAY 


Career 
@ Mechanical Engineer 


Pastimes, Hobbies, Skills 
@ Computer coding 


@ Makeup and Fashion 

@ Collecting & playing board- 
games & table-top RPGs 

When awoken this person finds 

and takes 1d3+3 (4-6) evo-vials 

and 2 pieces of equipment 
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THE FACILITY 
MASSIVE SUBTERRANEAN 
LABORATORY COMPLEX 


THE FACILITY THAT YOU AWOKE IN IS HUGE, AND YOU’VE ONLY 
EXPLORED A FRACTION OF IT. WITH A FEW MORE DAYS YOU 
COULD UNCOVER MORE OF ITS SECRETS, LOOT MORE STUFF, 
MAYBE EVEN FIND ENOUGH BACKUP GENERATORS TO REVIVE A 
FEW MORE PEOPLE. 
AFTER ALL, WHATEVER HAPPENED TO THE WORLD, YOU DON’T 
WANT TO FACE IT UNPREPARED. BESIDES, THIS COULD MAKE A 
GOOD BASE OF OPERATIONS. 
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SECURITY OFFICE 
A lockable secure area with 
residual power and working 
screens. 

@ You can’t control the screens, 
they are showing random 
scenes from the facility but 
will sometimes give you an 
early warning of danger 

@ You find a weapon locker: 
pick another weapon 


SCORPIAC 


A giant mutated scorpion beast. 

@ Super-strong, stinger can tear 
through doors 

@® Armor is tank-tough 

@ = Can follow your scent 

@ =Isin an area near an unlooted 
laboratory, if you defeat the 
beast gain 1d4+2 (3-6) vials to 
use and/or give to your 
companions 


DEAD PODS 


As power in the facility went out 

some pods shut down. 

@ More recently failed pods are 
a source of food 

@ Psychologically damaging, 
some of the pods have 
scratch marks on the inside 

@ You can divert enough power 
from here to revive one more 


person: gain a companion 


RADSCORP 


A giant mutated scorpion beast. 

@ = Very fast, can’t run from it 

@ = Spits radioactive goop, and 
pops with radioactive goop 
when killed. If the goop 
touches you, you'll get sick 

@ Lairs near an automotive 
workshop, defeat it to reduce 
the cost of a vehicle by 2 
(minium cost of 1) 


GENERATORS 

It looks like this area was pretty 

well picked over, the generators 

are gone. 

@ Somebody in the wastelands 
must have the generators, or 
the know-how to build new 
ones. 

@ If you can get the power back 
on you can revive the rest of 


the people in the pods 


SCORPIMAN 


A giant mutated scorpion beast. 

@ Smart, likes to set ambushes 
and/or attack when you are 
asleep or injured 

@ Creates traps for you 

@ = Will track you down once it 
knows you are here 

@ You can loot 1d4+2 (3-6) 
pieces of equipment from it if 
you defeat it 


EXECUTIVE ROOMS 

A panic room from long-ago. 

@ All the food is gone, and 
there are a lot of corpses here 

@ = The beds are comfy, there is 
filtered water, and there are 
screens showing the outside 

@ These rooms have been 
broken into and looted 
already; it is hard to secure 
the area against intruders 


COMPUTER CORE 


Still just enough power to use. 


@ ~~ Get in touch with a survivor 
group called the Non-Binary 
Hacker Snakes. They are 
interested in meeting you and 
give you directions to them 

@ Discover it’s been hundreds 
of years since the Big One, a 
war between vampires and 
necrotech robots 


THE RADQUEEN 

Not all the raiders fled, she stayed. 

@ = Alifetime of radiation 
exposure plus using 
mutagenic vials when she 
was already mutated caused 
her to become a monster 

@ If you stay here she’Il try to 
kill and eat you, if you leave 
without killing her she’ll eat 
anybody left alive in a pod 
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THE RADLANDS 


MOST OF THE WORLD IS 
UNINHABITABLE 


POISONED BY CENTURIES OF POLLUTION, WRECKED BY CLIMATE 

CHANGE, AND FINALLY IRRADIATED IN THE BIG ONE, THE WORLD 
ISN’T WHAT IT USED TO BE. 
IF YOU WANT TO GET ANYWHERE YOU’LL NEED TO PASS 


THROUGH THE DANGEROUS RADLANDS. 


THE RADLANDS ARE FAR FROM EMPTY HOWEVER, AND ARE HOST 
TO A PLETHORA OF MONSTERS BOTH HUMAN AND OTHERWISE. 
TIME TO START EXPLORING... 


POISON RAINS 


Lethal liquid from the sky. 

@ = Caustic acid rains, nanotech 
disassembler/reassembler 
swarms, psychoactive fogs, 
smart killer oozes, mutagens, 
toxins... a rainfall in the 
Radlands could be anything 

@ Leaves behind deadly lakes, 
rivers, and quicksand pits 

@_~Reshapes the Radlands 
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LOST BUNKERS 


The false hope of a lost world. 

@ = Built by survivalists, usually 
heavily trapped 

@ Some are full of guns and 
ammo, most survivalists 
starved in their bunkers 
without a support network 

@ Mutant monsters often lair in 
or near them 

@ Wasteland gang hideouts 


MUTANTS 

Just regular folks trying to find a 

way to survive in a harsh land. 

@ Are more likely to have 
cancers and deformities than 
to have adaptations and 
evolutions granted by 
inhereted Evo-Vial genes 

@ = Ahard people living hard 
lives, cross them and they’Il 
get violent quick 


WAR MACHINES 


Necrotech phantomatons left over 

from the Robot/Vampire war that 

caused the Big One. 

@ Each is ‘piloted’ by a trapped 
and tortured human soul 

@ = They can vary from robotic 
killers carrying out their final 
orders, to self-aware 
machines with personalities 

@ = Many are fully psychotic 


RUIN CANYONS 


Sandblasted and corroded cities. 

@ Former cities, usually stripped 
bare of anything of worth 

@ Difficult terrain to navigate, 
full of ground that might 
collapse at any moment 

@ A perfect place for you to get 
ambushed 

@ Usually too big to go around 
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-ANNIBAL KILLERS 


Food is easier to come by in the 
harsh Radlands if you don’t care 
what or who you are eating. 

@ = Usually lone wanderers, but 
there exist cannibal families, 
and even cannibal cults 

@ Range from crazy psycho 
killers to charming sociopaths 
adept at trickery 

@ Want to eat you 


RADSTORMS 


Killer weather without warning. 

@ Radioactive dust 

@ High-speed sandblasting 
tornadoes 

@ Rapid repeated lightning 
strikes, seem to target people 
out in the open 

@ Somestimes blows out of the 
Radlands propper into settled 
‘safe’ areas 


RADLAND MUTIES 


Mutated monsterous animals. 

@ Many types of gigantic 
scorpion-derived beasts 
Armored multi-bears 
Sand-swimming wolf-snakes 
Piranha-maggot swarms 
Predatory cactus-crabs 
Acidic cougar-toads 

Sky sharks 

Saber-toothed tigerpedes 


RADLAND RAIDERS 


High-speed pirate road gangs. 


@ Notable gangs include The 
Toecutters, The Razorteeth, 
The Radland Kings, The 
Scorpions, The Thrill-Kill Kult, 
and The Gold Dust Gang 

@ = Technically includes the 
Highwaymen ‘police’ of 
Jayeblam, and the Feral 
Catgirls of New Lympia 
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NEW LYMPIA 
REBUILT CITY-STATE 
AND BASTION OF HOPE 


THE FORMER CAPITAL OF THE REGION OF WAS-SINGTOWN, THE 
CITY WAS HOME TO A LOT OF PEOPLE WHO HAD TAKEN THE 
TRANS TREATMENT AND SO WERE RESISTANT TO RADIATION. 
THEIR DESCENDANTS HAVE REBUILT PARTS OF THE OLD CITY 
AND VIGOROUSLY DEFEND IT AGAINST OUTSIDE THREATS. MOST 
PEOPLE HERE HAVE INHERETED GENETIC ENHANCEMENTS AND 
ARE PART-WOLF, PART-CAT, OR PART-SNAKE... THOUGH OTHERS 
ARE WELCOME IF THEY ARE WILLING TO LIVE IN PEACE. 


TRADER JOE’S 


Located downtown 

@ = Trade outpost, all welcome 
but “Start Shit, Get Hit” 

@ “Bullets, Batteries, and 
Beans” ... if you have ammo 
or a power source or food 
you can trade them here for 
the local currency of Tags 


@ If you have no Tags, haggle 
and barter 


NEW LACEYWATER 

A small town near New Lympia. 

@ About 2-3 hours walk from 
New Lympia 

@ Home toa large brewery and 
bottling plant - if you are 
drinking something that’s not 
rotgut it came from here 

@ Fresh and smoked salmon 
from the river 

@® = Intact library 


FOURTH-N-FIFTH 

Located downtown. 

@ Lots of small businesses 

@ At high-noon these streets 
become a race track for the 
local tribes. Compete to win 
Tags, but you’ll need to put 
up collatoral to race 

@ Famous oyster resturant, only 
non-radioactive oysters in the 
region 


CRAPITALL LAKES 


Freshwater lakes with plenty of 

plants to filter out any radiation. 

@ Lots of small neighborhoods 
surround the lakes 

@ = Regular party nights 

@ Pollute the lakes in any way 
and you’Il pay dearly - poop 
and pee goes in Saltwater 
Bay, not in the drinking water 


BOOMTOWN 


A heavily defended outpost. 

@ = The nuke that was supposed 
to take out Old Lympia was a 
dud, and has been turned 
into a small power plant for 
the city and surrounding 
towns 

@ —=If you are caught near here 
without an invite you'll be 
shot or worse 


THE CHOPPERS 

New Lympia’s peacekeepers. 

@ Wild -West rules: they collect 
your firearms at the city wall 
gates, and give them back 
when you leave 

@ = They always try to de- 
escalate situations when 
possible 

@ = Trusted by the locals 

@ = Are hiring - do you want in? 


CLAN WULFBOI 


One of the local tribes. 

@ Live mostly around New 
Laceywater and the 
surrounding wooded hills 

@ = Great hunters and warriors 

@ Mostly nocturnal unless 
coming into New Lympia to 
trade or to race their rivals 
the Feral Catgirls 


THE NB.H.SNAKES 

The Non-Binary Hacker Snakes. 

@  Shape-shifters who shed their 
skin when they change 


@ = They have built a basic text- 
only version of a new internet 

@ = Will pay for intact computers 

@ They run a secret spy network 
(all for the good of New 
Lympia, of course) 

@ Mostly live in Boomtown 


FERAL CATGIRLS 


More a gang than a tribe. 

@ Speed freaks, love racing 

@ Keep the area around New 
Lympia free of raider gangs 

@ Sometimes they do a little 
high-speed highway piracy 
near the settlement of 
Jayeblam, overlooked by the 
Choppers as the two 
settlements are enemies 
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THE BLOODLANDS 


IRRADIATED DESERT 
OF THE UNDYING 


THE BIG ONE ENDED IN A DRAW, THE VAMPIRES DRIVEN OUT OF 
THE CITIES BUT AT THE COST OF DESTROYING THE WORLD. THE 
UNDEAD NECROTECH MACHINES USED TO FIGHT THE VAMPIRES 
WERE LIKEWISE LEFT TO ROAM THE POST-APOCALYPTIC 
LANDSCAPE. WITH NEITHER ROBOT NOR VAMPIRE POSING A 
REAL THREAT TO THE OTHER, THE TWO CAME TO LIVE IN 
UNEASY PEACE, PREYING ON THE OTHER SURVIVORS OF THE 
WAR FOR BLOOD AND SPARE PARTS. 


REDPORT CITY 

Last stop before the desert. 

@ = Hire a sandskiff here to take 
you across the desert wastes 

@ = Trading hub for exotic items 
from beneath the sands 

@ Refueling depot for zeplins 

@ = Solar and wind power, if you 
have anything electrical you 
can recharge it for a price 

@ Phantomatons trade here 


DUSTWALKERS 


Vampire breed, psi powers 

@ They can move about in the 
day under cover of dust- 
storms 

@ Can create and control dust 
storms, and have no problem 
seeing through the dust 

@ Most likely vampre breed to 
be working with the 
necrotech robots 


THE GHOST UNION 


Necrotech machine collective. 

@ Undying ghosts trapped in 
human-like machine bodies 

@ Mostly self-repairing, lifelike 
except for a few minor tells 

@ Occasional allies of the Non- 
Binary Hacker Snakes 

@ Feel more kinship to vampires 
and machines than to the 
humans who made them 


THE ROOST 


Vampire settlement. 


@  Aseries of caves, tunnels, and 
rock outcroppings that form a 
safe haven for vampires 
during the daylight hours 

@ Close to a ‘lost’ pre-war city 
that the shifting sands 
sometimes uncover 

@ = Led by a vampire calling 
himself Count Hellsinger 


CRYPT-KICKER 500 


Necrotech machine collective. 


@ These machines can no longer 
(or could never) pass for 
human, and hate and envy 
the living in equal measure 

@ Kill living humans for sport 

@ If you have tech that is 
putting out a radio signal they 
will find you 

@ Some of them are tanks! 
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THE RED-EYES 

Vampire breed, almost human 

@ Most human of the vampire 
breeds, willing to delay 
gratification 

@ Will trade safe passage 
through the wasteland in 
exchange for blood 

@ If you break a deal with them, 
they will turn on you without 
hesitation 
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FORT RENFIELD 

Fortified desert town. 

@ Neutral teritory in the middle 
of the desert wasteland 

@ Gambling spot for high rollers 

@  Safe(ish) place to meet with 
vampires and machines 

@ If you are being hunted 
(most) vampires and 
machines will not persue you 
once you get inside the gates 


NIGHT HAUNTERS 

Vampire breed, ambush predators 

@ They move fast, heal fast, and 
burn in sunlight fast 

@ Vampire version of the 
hummingbird, always on the 
move looking for blood or are 
resting in a coma-like state 

@ = They ‘sleep’ under the sand, 
you could unknowingly camp 
atop a nest and not know it 


CLAN NOSFERATU 


Vampire breed, inhuman 


@ Can’t pass for human 

@ = Excellent hearing and night- 
vision, plus sonar 

@ = sFily using bat-like wings 

@ = Have psi powers that let them 
read minds and create 
illusions to lure victims to 
them 


@ Can ‘sleep’ for years 


JAYEBLAM 


LAST TRUE REMNANT OF 
THE UNITED STATES 


BEFORE THE BIG ONE THIS WAS A JOINT ARMY AND AIRFORCE 
BASE ON THE WEST COAST, NOW IT IS THE SELF-PROCLAIMED 
LAST REMANANT OF THE COUNTRY IT ONCE SERVED. LED BY THE 
HEREDITARY COMMANDER-IN-CHIEF, THIS POST-APOCALYPTIC 
COUNTRY SEEKS TO IMPOSE ‘ORDER’ ON THE REST OF THE 
REGION, STARTING WITH THE UPSTART DEGENERATE REBEL 
HIPPIES OF NEW LYMPIA 


ert 
ne 
1 
Ma J t 


THE CITADEL 

Prison fortress fo ‘re-education’ 

@ Just off the coast from the 
rest of Jayeblam, surrounded 
by strong currents and 
mutant-shark infested waters 

@ = Used to hold citizens who 
don’t follow orders, and the 
Commander-In-Chief 
considers everybody to be 
one of her citizens 


THE CHURCH 

Center for mutant ‘studies’. 

@ Mutants and those with 
biological enhancements are 
bought here for ‘purification’ 

@ = Every citizen is expected to 
come here to get an 
identification and tracking 
chip implanted in their hand 

@ If you don’t have a chip, you'll 


be bought here to get one 


THE COMMISSARY 


Market town within Jayblam. 

@ Almost anything from before 
the Big One can be bought 
and sold here 

@ You need an ID chip to store 
your credits, you'll not be 
able to buy or sell anything 
without one 


THE SWATMEN 


The police of Jayeblam. 


@ = They recognize no edge to 
their teritory, they regard 
themselves as the law 
wherever they are 

@ ~=Respond to lack of 
compliance with their orders 
with extreme violence 

@ Kill mutants on sight 

@ Heavily armed 


THE RECLAIMERS 

Tasked with ‘saving’ the Old World 

@ Raid other settlements to 
steal their stuff, especially 
books, computers, and tools 

@ = = Will burn books that don’t 
meet the ‘Standards of Moral 
Truth’ of the Priesthood 

@ ~=Expand Jayeblam teritory by 
conquest 
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THE HIGHWAYMEN 

Piratical highway patrol. 

@ Roam the roads near and far 
from Jayeblam, ‘taxing’ 
travellers at gunpoint 

@ Bitter enemies of the Feral 
Catgirls gang of road pirates 

@ Willing to rack up a high 
bodycount, either those of 
their targets or their own 

@ ~=Consider their word The Law 
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THE PALACE 


Home of the Commander-in-Chief. 


Lavish interior, castle-like 
exterior 

If you are not a mutant and 
have an equisite gift for the 
Commander-in-Chief you 
might get an audience with 
her, under heavy guard of 
course 


THE PALADINS 


Mutant hunters. 


If you have any visible 
mutations or biological 
enhancements they have 
orders to shoot you on the 
spot no questions asked 
Roam the region in packs, 
collecting heads for bounty 
If you look like a baseline 


human they will help you 


THE PRIESTHOOD 


Moral backbone of Jayeblam. 


Preach a gospel of ‘manliness’ 
and physical fitness 

Regard women, children, etc 
as property 

Preach that ‘sub-humans’ 
should be exterminated 
Responisble for all 
healthcare, teaching, etc in 
Jayeblam 
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THE DARK HILLS 
MUTANT-INFESTED 
MOUNTAIN REGION 


WHEN THE BIG ONE WENT DOWN A LOT OF PEOPLE FLED THE 
CITIES INTO RURAL AREAS. FAMINES, PLAGUES, AND VIOLENCE 
WEEDED OUT THOSE THAT COULD NOT EITHER FEND FOR 
THEMSELVES OR LEARN TO FORM GROUPS THAT COULD 
COOPERATE TO SURVIVE. GENERATIONS AFTER THE BIG ONE, 
ONLY THE TOUGHEST SURVIVE IN THE REGION KNOWN AS THE 


DARK HILLS 


THE LAST INN 

The toughest bar in the Dark Hills. 

@ A great place to hire 
mercinaries, or find 
mercinary work 

@ Distills moonshine that 
doubles as vehicle fuel 

@ Gallows outside are for those 
that don’t pay their bar tab 
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THE HELLBILLIES 


Descendants of survivors. 

@ Pride themselves on their 
self-sufficiency and rugged 
individualism 

@ = Hellbillies are polite, but they 
look down on useless people 
who can’t or won’t pull their 
own weight 

@ = Inaconstant low-level war 
with the Toxikings 


THE THROWBACKS 


Big dumb mutant brutes. 

@ = Evolution dosn’t always favor 
intelligence, the mutant 
ancestors of the Throwbacks 
thrived by strength and 
sudden violence 

@ Individuals range from gentle 
giants to psychotic killers 

@ Poor communication skills, 
most ‘words’ are just grunts 


RUBYSVILLE 


The biggest town in the Dark Hills. 

@ = This town serves as a central 
hub for the people of the 
Dark Hills, they come here to 
trade and exchange gossip 

@ = The only law is the law of the 
gun, the strong prey on the 
weak... try not to look weak 

@ Ground central for feuding 


THE TOXIKINGS 

Deadly mutant monsters. 

@  Toxikings are the unaging 
ultra-wealthy who survived 
the Big One in their secret 
deluxe compounds in the hills 

@ ~=Radiation, plagues, and their 
genetic enhancements made 
them become monsterous 

@ Regard themselves as Homo 
Superior and destined to rule 


THE FAMILIES 


Feuding mutant lineages. 

@ Mutations are from genetic 
damage, very few of them 
have genetic modifications 

@ Great cooks & leatherworkers 

@ Never ask them where they 
get their meat or leather from 

@ Toughest people around 

@ = Each as ugly as homemade sin 
on a Sunday 


SUNDOWNER INC 


Built from an abandoned factory. 

@ Sundowner Inc has stripped 
the forest near them for fuel 

@ = The factory/town makes 
guns, engines, ammunition, 
spare parts, whatever the 
outside world will trade for 

@ Workers are not quite slaves, 
but do find leaving hard 

@ Might be run by vampires 


THE PSION CLANS 

Extended psychic families. 

@ Xenophobic towards non- 
psychics 

@ =Helpful to other psychics, if 
you have psi powers they will 
protect you, and maybe even 
teach you a few tricks with 
your powers 

@  Eugenic inbreeding program 


to pass down powers to kids 
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THE BEASTIEBOIS 

Part-human creatures. 

@ Before the Big One the ultra- 
wealthy kept uplifted animals 
as pets, these are their 
mutant descendants 

@ Notwoare alike 

@ They gain more human 
attributes by eating humans 
and absorbing their genetics 
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SEATAC CITY 
BROKEN CITY 
PAN-URBAN WASTELAND 


BEFORE THE BIG ONE THIS WAS A MEGALOPOLIS STRETCHING 
FROM VANVOUVER IN CANADA DOWN TO TACOMA IN THE USA, 
BUT NOW IS AN IRRADIATED RUINED CITY. DESPITE THE MANY 
DANGERS OF THE CITYSCAPE SEATAC IS A HAVEN FOR 
ADVENTURERS AND THOSE WHO THINK THEY HAVE WHAT IT 
TAKES TO MAKE IT IN THE BIG CITY 
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THE TUNNELS 

An underground network. 

@ Sewers, steamtunnels, buried 
streets, old prohibition era 
speakeasies, metro tunnels, 
all forming one huge city- 
spanning enviroment 

@ Even in the beforetimes this 
wasn’t completely mapped 

@ Rumor is that a dragon lives 
somewhere in this dungeon 


RADVAMPS 


A ‘civilized’ vampire breed. 

@ Prefer to feed off animals, but 
will feed on humans if they 
get too hungry 

@ = Have their own vampire 
religion that’s a dark mix of 
Ayn Rand and Catholism 

@ Consider themselves to be 
SeaTac’s aristocracy and that 
the city belongs to them 


THE SLAYERS 

Part of the Church of Jayeblam. 

@ Hunt vampires and chuds, but 
will attack other mutants if 
they have no better targets 

@ = They set up traps to catch the 
unwary, baiting them with 
food or treasures 

@ Rivals to the Mutie Hunters 

@ Have a special hatred for the 
blasphemous Radvamps 


FREED MONT 

Resettled area of SeaTac 

@ After the Big One the 
residents of this area fortified 
it and attempted to rebuild, 
then abandoned it when a 
plague struck 

@ Now aseni-safe area, with a 
sort of like an old-west 
goldrush town vibe 

@ = Everybody is visibly armed 


THE CHUDS 


Canibal mutants. 

@ sc Lurk in the tunnels, come out 
onto the streets in large 
groups at night 

@ Prefer their meals to be still- 
living, but will eat carion too 

@ Entirely driven by hunger, 
they have devolved into an 
animalistic state 


MUTIE HUNTERS 


Big game hunters in the city. 


@ = They hunt mutant beasts, not 
humanoid mutants 

@ Some beasts they'll trap for 
sale, others they’Il kill for 
their pelts or unusual organs 
or valuable meat 

@ Know many secrets about the 
city, willing to act as guides 


HOSPITAL HILL 


Most dangerous part of the city. 

@ When fallout caused those 
with bio-enhancements but 
without the Radcycler 
enhancement to mutate they 
were bought to hospitals here 

@ Now the domain of monsters 

@ Unlooted medical equipment 
attracts adventurers 

@ Mutant bats spread plague 


TECH-MINER GUILD 

Treasure hunters, anarchaelogists. 

@ Dig through rubble and 
search old buildings for lost 
technology 

@ Very teritorial, if they think 
you are there to strip out 
copper wiring, lead, or 
fiberoptic cable they’ll shoot 

@ Very organized group, with 
job benefits 


THE MALLRATS 


For them the Big One wasn’t the 


end of the world. 

@ = They have taken over a series 
of malls and shopping centers 

@ = Life is a party; they live fast 
and (often) die young. 

@ If you have drugs or alcahol, 
they are your friends 

@ = Nihlistic optimism and gung- 
ho attitude to combat 
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= GLAMAZONIA 


a REALM OF THE 
GLAMAZONS 


WHEN THE BIG ONE HAPPENED AN INTERNET RETAIL COMPANY 
WAS HOSTING A CHEERLEADING COMPETITION AT A STADIUM 
THEY’D BUILT NEAR ONE OF THEIR WAREHOUSES. THOUGH THE 
EXECUTIVES FLED THE KIDS AND THE WAREHOUSE WORKERS 
WERE LEFT BEHIND. WITH A MEGA-WAREHOUSE FULL OF STUFF, 
THEY BUILT A NEW SOCIETY BASED ON IDEALS OF HARD WORK, 
COOPERATION, AND LOOKING FIERCE. 


GLAMAZON PRIMES 


The ruling class of Glamazonia. 

@ Non-hereditary ruling class, 
they must compete in a series 
of trials and try-outs to rise 
through the ranks 

@  Ruthlessly enforce the 
Glamazon Code of 
Dedication, Hard Work, and 
Team Spirit 


THE PYRAMID 


Core of the Glamazon army. 

@ Each member of the Pyramid 
is in top physicval shape 

@ = Allthe members support each 
other, and work as a team 

@ Awell-drilled and practiced 
fighting force 

@ Arigid heirachy leave little 
room for improvisation 

@ = Hate the Reclaimers 
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THE PRIDE 
Bargain hunters and traders. 
@ Descendants of the LGBTQ+ 
clubs, very accepting to all 


@ Don’t mistake their openness 
to outsiders for weakness, 
they are skilled warriors 

@ = They travel far and wide for 
trade, or to raid when they 
find something Glamazonia 
wants but can’t bargain for 


ZEPPELIN FLEET 

Airforce of Glamazonia. 

@ Partially automated solar 
airships used to transport 
Glamazon trading and raiding 
parties 

@ Areliable way across the 
Bloodlands and the Salish Sea 

@ The GoGoGoth Glamazons 
who crew these ships hate 
the Nosferatu 
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THE MATHLETES 

Glamazonia’s tech caste. 

@ = They keep the zepplins flying 
and the GoGoGoths supplied 
with working vehicles 

@ Keep the Warehouse supplied 
with solar power electricity 

@ Make the guns and 
ammunition that are found 
across the radlands 

@ Rivals to Sundowner Inc 


THE KIrry CLUB 


Mutant Glamazons. 


@ Keepers of the genetic 
stability of the Glamazons, if 
you are an ugly mutant they’Il 
not let you stay in 
Glamazonia 

@ Match-makers between 
Glamazons for their breeding 
program 

@ Pampered and spoiled 


ii (el i j t 

ie =—=a7" 

4, | | a ef 
())\ aon 


— 
Teh I 


THE WAREHOUSE 

Underground sanctuary. 

@ It was protected from fallout 
due to its eco-friendly part- 
underground design 

@ = Still has a few working 
security robots 

@ Despite generations of use, it 
still has goods in it; the 
Glamazons are rich in stuff 
but trade for fresh food 
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THE SPIRITED 


Psyhic Glamazon seers. 


Vv 


@ Acaste of psychics who 
advise the Glamazon Primes, 
the power behind the throne 

@ Interested in breeding with 
psychics from outside 
Glamazonia to keep their 
genepool viable 

@ Rivals to the Kitty Club for 
internal power 


THE GOGOGOTHS 


Glamazon highway raiders. 


@ Wear chalk-white paint to 
protect them from the sun 

@ Spooky aestetic 

@ On friendly-rival terms with 
the Feral Catgirls of New 
Lympia and the Mallrats 

@ Enemies of the vampires of 
the Bloodlands 

@ = Their elite fly zepplins 
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BUNKERVILLE 


LAST TRUE REMNANT OF 
THE UNITED STATES 


WHEN THE BIG ONE WENT DOWN, SO DID AIRFORCE ONE. THE US 
PRESIDENT DIED, ALONG WITH THE REST OF THE WORLD’S 
LEADERS. HOWEVER, IN A BUNKER FAR FROM THE CAPITOL 
PARTS OF THE OLD POWER STRUCTURE REMAINED, PASSING ON 
THEIR KNOWLEDGE TO THEIR CHILDREN AND GRANDCHILDREN, 
WAITING FOR THE DAY THEY COULD RE-EMERGE AND REBUILD 


THE OLD WORLD. 


UP-BUNKERVILLE 


City in ruins, being rebuilt. 

@ Acity above the old bunkers 

@ = The Bunkervillians cleared 
out the mutants, and are 
trying to rebuild 

@ Bunkerville propper is below 
Up-Bunkerville, an extensive 
hidden network of tunnels 
and bunkers 


@ = Soil nearby is barren 


POST-OFFICERS 

Wasteland messengers. 

@ Welcome in most other 
settlements (except 
Jayeblam) as they provide a 
vital service to all 

@ = Give aid to others 

@ "Neither rads nor pain nor 
gloom of night stays these 
couriers from the swift 
completion of their rounds" 


TOMB RANGERS 


Explorers and thieves. 


@ Are trying to map out the 
wider world, but as 
Bunkerville has only recently 
emerged their knowledge is 
incomplete 

@® Will take any unattended 
tech they find, especially 
generators and vehicles 

@ = They try to avoid combat 


THE CABINET 

The executive branch of the USA. 

@ Last remains of the Executive 
Branch of the old USA 

@ = They havn’t been able to 
agree on a new President for 
a generation now 

@ Many psychics are among 
their number, especially seers 

@ = Ratify laws 

@ Have a zepplin ‘Airship One’ 


THIRST LADIES 


Run water and power. 

@ Anon-profit cooperative 
collective (but not socialist, 
because only mutants are 
socialists) 

@ = Purify and recycle water 

@® Maintain the generators that 
power Bunkerville 

@ Unappreciated, but are the 
ones that keep stuff working 


IN-DUST CAPTAINS 


Capitalist agricultural engineers. 


@ Run the underground agri- 
farms, trying to expand 
agriculture to the surface 

@ Free market economy in 
action: those whose workers 
produce the most food get 
more resources 

@® Willing to use unethical 
means to boost production 


THE JUDGES 


Hereditary peacekeepers. 

@ Each is empowered to be the 
absolute law, but can be 
over-ruled by The Cabinet 

@ Usually accompanied by 
heavily armed deputies 

@ Some Judges are honest, 
some corrupt, and some have 
their own agenda 


v 2% 


(ena 
dé 


— 7 © 


OFFICIAL AIDES 


The remains of Congress. 

@ Consists of the 270 eldest 
members of Bunkerville 

@ = They elect a new Cabinet 
every four years 

@ Divided into two factions: 
Republicrats and Democans 

@ = Have the ability to remove or 
appoint Judges if needed 

@ Make Bunkerville’s laws 


THE BOTS 

Weaponized pleasure units. 

@ Amix of Al-driven robots and 
phantomaton ghost-robots 

@ Very human looking, very 
attractive 

@  Retasked to protect 
Bunkerville and keep its exact 
location a secret from 
outsiders 

@ = Inhumanly deadly warriors 
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THE SALISH ISLES 


MYSTERIOUS ISLANDS OF 
THE SALISH SEA 


CONSISTING OF THE FORMER PUGET SOUND, STRAIGHT OF JUAN 
DE FUCA, AND THE STRAIGHT OF GEORGIA, THIS INTRICATE 
NETWORK OF WATERWAYS AND INLETS HAS OVER FOUR 
HUNDRED ISLANDS, EACH WITH ITS OWN COMMUNITY OF 
SURVIVORS. MOST ISLAND PEOPLE HERE ARE FISHERS AND 
FARMERS, BUT THERE ARE A FAIR NUMBER OF PIRATES ON (AND 
SOMETIMES UNDER OR ABOVE) THE FOG-COVERED WATER. 


PORT ORCA 


Freeport in the Salish Sea. 

@ Safe deepwater harbor for 
sailing ships, open to all 

@ Bars and gambling dens 
abound 

@ People here refuse to 
recognize the authority of 
other settlements, escpcially 
New Lympia, Jayeblam, and 
HMSS Victoria 


PORT VASHON 

Hidden airport and seaport. 

@ A hub for smugglers trying to 
avoid HMS Victoria’s taxes 

@ Pirate haven 

@ Pirates from here drop from 
the skies to raid Jayeblam and 
New Lympia as well as raiding 
actual shipping 

@ “Amore wretched hive of 
scum and villainy...” etc 


HMS VICTORIA 


A cruise liner turned monarchy. 

@ After the Big One a cruise- 
liner limped to shore on 
Victoria Island in British 
Columbia and was grounded 

@ = Has grown into a city in and 
surrounding the rusting hulk 

@ Strong on law-and-order, the 
King always hangs pirates 

@ Pacific trade hub 


THE P.T.A. 

The Pacific Trade Alliance. 

@ Acouncil of local merchant 
captains and representatives 
of fishing communities 

@ =‘ Fight against piracy and other 
dangers of the high seas 

@ Has ties to traiders as far 
afield as Hawaii and Japan 

@ Will ship anything, for a price 
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THE SKY CIRCUS 


Rogue pirate air fleet. 

@ = Led by the unaging German 
‘gentleman pirate’ known as 
Baron Monty 

@ = Has multiple airships, 
gyrocopters, and other flying 
vehicles 

@ Enemy of the Free Radicals 

@ Operates out of Port Vashon, 
but has a second secret base 


FREE RADICALS 


Alliance of pirate captains. 

@ Led by the mutant pirate 
queen Black-Eyed Molly 

@ Collects a cut of all booty to 
put in a mutual fund to help 
crews down on their luck 

@ Mediates disputes between 
pirates in a special ‘pirate 
court’ to avoid bloodshed 
between crews 
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THE SELKIES 


Aquatic mutants. 


@ Anybody can join the Selkies, 
you just have to be able to 
live underwater 

@ = Selkies range from kelp and 
oyster farmers to fishers to 
ship mechanics to pirates 

@ Have many secret 
underwater communities 
based in sunken ships 


THE CABIN BOYS 


Union of dockside tavern workers. 

@ Run many of the dockside 
pleasure establishments 
catering to sailors 

@ Band together to protect 
their members, and take 
vengance on those who 
wrong them 

@ = Part of the NB.H.Snakes 
information network 


THE SEA WITCHES 

Psychic witches and holy-men. 

@ Pay them for favorable 
weather, or hire one to keep 
your ship safe 

@ Mysterious motivations: they 
serve who they want to 
serve, leave when they want 
to leave, and keep secrets 

@ Led by visions of the future as 


much as morals or logic 
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PARADISE 


INSULAR MOUNTAIN 
COMMUNITY OF SCIENTISTS 


THE BIG ONE HAPPENED IN THE MIDDLE OF THE 63°” ANNUAL 
RAIN!ICON, A SCI-FI AND FANTASY CONVENTION HELD IN THE OFF- 
SEASON AT A MOUNTAIN RESORT CALLED PARADISE, ON MOUNT 
RAINIER. HIGH ABOVE THE CLOUDS, THE GEEKS SURVIVED AND 
FOUNDED A NEW SOCIETY WITH MORALS AND AESETICS BASED 
ON THEIR FANDOMS. SEPERATED FROM THE OUTSIDE WORID, 
THE OFFSPRING OF THE NERDS AND GEEKS TRY TO BUILD A 


UTOPIAN DREAM. 


THE FORESTS 

Mist-filled pristine wilderness. 

@ Source of raw materials like 
fur, leather, and wood for 
Paradise 

@ Heavily patrolled to keep 
outsiders out 

@ = Full of surveilence gear to 
spot trouble 

@ = The Tolkienists keep it 
(mostly) monster free 


SCIENCE COUNCIL 

Turning dreams into reality. 

@ = The ruling class 

@ = Entry is by exam 

@ Physicists, genetecists, 
doctors, geologists, the 
Science Council devotes itself 
full-time to learning 

@ Advises the community on 
the best course of action, 
polices wayward members 


THE ETERNALS 
Unaging guardians of past culture 
and deep knowledge. 

@ = The surviving original 
attendees who had the 
Longevity Evo-Vial evolution, 
and their long-lived offspring 

@ = They maintain a library of 
knowledge, and know the 
oral history of the world 
before the Big One 


THE LODGE 

Forcefield-protected headquaters. 

@ = High-tech palace of science 

@ = The central building in the 
settlement 

@ Has a cinema that shows a 
collection of pre-war sci-fi, 
superhero, and fantasy 
movies 

@ = Has a working high-tech 
hospital 


STAR COMMAND 


Boldly going where few have gone. 

@ Maintains a fleet of flying 
exploration vehicles 

@ Trade food and medicine with 
the outside world forintact 
technology and raw materials 

@ Hiding the existance of 
Paradise from outsiders while 
trading is their prime 
directive 


ENGINEERING 


They keep things running. 


@ Maintain the hydroelectic 
plant and the dam, without 
which Pasradise would be 
without power and water 

@ Runthe hydroponic farms 
that feed Paradise 

@ = Are secretly in 
communication with the 
NB.H.Snakes 


THE HYDROPLANT 


A pre-war power plant. 


Supplies more electricity than 
Paradise could ever need 

The reservoir has clean glacial 
drinking water, and a water- 
processing and pumping 
station 

Has been heavily fortified by 
the citizens of Paradise 


THE TOLKIENISTS 


Animal-bonded psychics. 


Patrol the mountainsides and 
forests for outsiders 

Try to keep Paradise hidden 
Fool outsiders into believing 
that there are only a few 
scattered rustic communities 
with no resources worth 
stealing 

Only use primitive weapons 
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THE SUPERS 


Telekinetic wonders. 


The ‘military’ of Paradise 
Specialize in small group 
attacks followed by mind- 
wiping memories of Paradise 
from surviving enemies 

Can fly using levitation, 
create psychokinetic shields, 
throw fireballs, etc 
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ORGON JUNGLE 
MUTATED HOTHOUSE 
OF HORRORS 


THE UNIVERSITY OF PORTLAND WAS A CENTER FOR RESEARCH 
INTO THE SORT OF DIRECTED EVOLUTION MUTATION-CAUSING 
SUBSTANCES THAT YOU FOUND IN THE FACILITY YOU WOKE UP 
IN. WHEN THE BIG ONE HAPPENED THE SUBSTANCES GET INTO 
THE LOCAL WATER SUPPLY, MUTATING THE LOCAL FLORA AND 
FAUNA AND CREATING A LUSH BUT DEADLY JUNGLE... AND 


MUTATING THE LOCAL POPULATION TOO. 


SHOGGOTHS 

Shape-shifting predators. 

@ Amorphous creatures able to 
form tendrils, psudopods, 
mouths, and eyes at will 

@ Some are fast-moving 
hunters, some are ambushers 
that mimic trees or rocks 
when not attacking, some use 
lures shaped like people 

@® Stupid, but implacable 


CURSED TOWER 

The Portland U biology building. 

@® Surrounded by vicious beasts, 
carniverous plants, etc with 
stranger mutants emerging 
from the tower each year 

@ = The cannibal tribes who 
worship the tower have 
access to newly made 
evolution vials 

@ Someone is still in there 


THE TEN TRIBES 

Pacifist vampires. 

@ = There is enough wildlife 
around that they don’t need 
to hunt humans for blood 

@ = They gain attributes based on 
the animals they drink from 

@ = They prefer to flee than fight, 
remaining nomadic so 
outsiders can’t find them 

@ Know many secrets 


OLD PORTLANDIA 


Ruined city on the banks of the 

Columbia river. 

@ Abandoned, now home only 
to rogue phantomation 
necrotech war-robots who 
will kill you on sight 

@ Still full of lost technology 
and old-world artifacts 

@ Most dangerous place in the 
Orgon Jungle 


THE BATKINDEN 

A nocturnal race of humanoids. 

@ Bat wings plus specialized 
telekinesis lets them fly 

@ Evolved eyes and sonar 
senses means they are 
perfectly at home in the dark 

@ Live in hidden villages in 
treetops and caves 

@ Live a hunter-gatherer 
lifestyle 


THE FACULTY 

The former University of Portland. 

@ Descendants of the students 
and professors who lived 
through the Big One 

@ = They try to preserve 
knowledge and keep 
technology working 

@ = They have built several small 
hydro-electric stations 

@ Live in fortified compounds 
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DINOSAURS 


Beasts that resemble dinosaurs. 

@ Unstable genetics means no 
two mutant beasts are alike 

@ Range from gentle giants to 
vicious predators 

@ Not actualy dinosaurs, they 
just look enough like older 
popular conceptions of 
dinosaurs that the name 
stuck 


THE DRIADS 


Mutant humans with camoflague. 


@ = Have the ability to alter their 
skin and hair in color and 
texture 

@ = Can gain part of their 
neutrition from sunlight 

@ Evolved senses, especially 
scent and hearing 

@ Loud noises hurt them 

@ Ambush hunters 


THE CROCMEN 

Armoured humanoid culture. 

@  Posthuman levels of 
intelligence 

@ Armored skin, sharp teeth, 
can eat anything 

@ = Experts in chemistry, biology, 
medicine, cryonics, cloning, 
anything to do with the body 

@ Have asecret city hidden 
deep within the jungle 


THE GLOBE 


THE WEIRD WIDE WORLD 


BEYOND THE REGION OF WAS-SINGTOWN IS THE WIDER WORID, 
RENDERED STRANGE BY THE EFFECTS OF THE BIG ONE. 

NEWS OF THE CHANGED WORLD STILL REACHES THE SCATTERED 
COMMUNITIES AND FACTIONS OF THE WAS-SINGTOWN REGION. 


HOLYWOOD ISLES 


The one true ‘last true remnant of 

the United States’. 

@ During the Big One the state 
of California split into a series 
of islands 

@ = Each island is a fortified city- 
state all to itself 

@ Run by the mysterious 
Holywood Elite 

@ Still making movies! 


,ALDERA CITY 
New city in the former Texas. 
@® = City-state built from the 
rubble of Huston, Austin, etc 


@ Perched on the edge of a 
large crater left from the Big 
One, the crater is now an 
inland sea 


@ Ruled by a despotic queen 


LAST VEGA 

The one true ‘last true remnant of 

the United States’. 

@ Capitalist cyberpunk dystopia 

@ Due to the changes from the 
Big One the former Los Vegas 
is now a partially-flooded 
Venice-like city 

@ Run bythe hereditary Vice 
President 

@ Gambler’s paradise 


NEW NEW YORK 

The Bug Apple. 

@ = The city is overrun with giant 
cockroaches that walk upright 

@ Humans live in the shadows, 
surviving underground 

@ = The only functional Atlantic 
port to reach Far-Off Urpe 

@ A haven for treasure-seekers, 
most of the city is unlooted 

@ Dangerous 


THE WHITE NORTH 

Frozen land, formerly Canada. 

@ = Cold that kills, and when 
summer comes the hungry 
vampires thaw out 

@ = There are still inhabited cities 
under the ice-sheet, powered 
by geothermal energy, 
buildings linked by tunnels 

@ Abandoned cities are full of 
loot (and frozen vampires) 


FAR-OFF URPE 

Changed terrain of Old Europe. 

@ People in Europe definitely 
survived the Big One, and 
initially there was cross- 
Atlantic trade and even 
passenger ships 

@ Nobody’s heard from the 


Europeans for generations 
@ ??? 


GRAND HAWAII 


The one true ‘last true remnant of 
the United States’. 
@ = The state survived the Big 


One mostly intact 

@ = It has expanded to encompas 
multiple pacific islands 
beyond its original borders 

@ Pacific trade hub 

Major military power 


@ Akingdom again 


EMPIRE OF JAPAN 


The vampire empire. 

@ Japan managed to survive the 
worst effects of the Big One 

@ Ruled by a hereditary class of 
vampire nobles, with living 
humans in the social order 
below them 

@ Uses blood-debt for currency 

@ = Still recovering, is at an 
industrial revolution stage 


DIZN-NAI EMPIRE 


The happiest place on earth. 

@  Aseries of former theme 
parks in Old Florida united 
into a single country 

@ = Inhabited by non-sentient Al 
animatronics, and by the 
intelligent necrotech 
phantomatons who survived 
the Big One 

@ Very few organic inhabitants 
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MISSIONS & QUESTS 


ADVENTURES AFTER THE BIG ONE 


BUILD A COOL 
SECRET BASE 


The Facility was used as a base 
before, but monsters moved in 
and chased the wasteland raiders 
away. Can you kill the monsters, 
secure the base, and get a food 
supply sorted out? Where will you 
go for things your base is lacking? 
Who will you invite to live in your 
cool secret base? 


CROSSING THE 
RADLANDS 


To get from the Facility to 
anywhere else you will need to 
brave the Radlands. How do you 
plan to survive? What unexpected 
events befall you? What dangers 
do you face? How do you find 
shelter, food, or water? How many 
of your companions will make it 
out of the Radlands alive? 


SOME MINOR 
ADJUSTMENTS 


The effects of the Evo-Vials were 
not immidiate, your body is still 
going through some changes. How 
do you survive in the wasteland 
during your rapid second-puberty? 
How do you feel emotionally 
about your new abilities and/or 
altered apperance? 


WAKE THE 
SLEEPERS 


The other people in suspended 
animation deserve a chance to 
live, but the power supplies you 
scrounged up within the Facility 
are not enough to bring them 
back. You'll need to find a 
community willing to help you, or 
maybe just steal enough power 
cells from other survivors. 


LOST ORPHAN 


You come across little Elsie-Dee 
lost and alone in the wasteland, in 
desperate need of help. Her 
parents were killed by raiders, but 
they hid her during the attack and 
she survived. Will you help her, or 
will she only slow you down? Is 
the child what she seems? Will you 
find her a new family? Will she 
become a surrogate child to you? 


MUTANT BLUES 


Only if you are obviously not a 
baseline human 

A group of Paladins from Jayeblam 
find you and decide to have fun 
brutalizing you before executing 
you. Do you avoid capture in the 
first place, and if so how? Can you 
escape them once caught, or will 
you fight them? What do you 
learn? What do you gain or lose? 


PROCESS THINGS 
The world has ended, and 
everybody you knew before is 
gone. You’re going to need some 
time to process your feelings and 
come to terms with the new 
world. Are you going to wander 
aimlessly, or will you find a safe 
place to hunker down while you 
adjust? How long does it take to 
adjust, or will you be forever adift? 


PARTY TIME! 

The world has ended, and 
everybody you knew before is 
gone. Others might take time to 
process your feelings... but who 
cares when you have fast cars, 
guns, and strong drink. Make 
friends with a nihilistic tribe of 
wasteland raiders, find a post- 
apocalyptic bar, or just blow some 
stuff up solo. 


LOOT HARDER 


The equipment that you found in 


your search of the Facility has got 
you this far, but the deficiencies in 
your loadout have become 
glaringly obvious. What is your 
plan to get the things you need to 
survive: steal them, search ruins, 
or perhaps trade? If you steal, how 
and from who? If you trade, who 
do you trade with and for what? 


CYOA v1.0 by Ashley Joanna Law / ThatOtherGirlYouKnow / DBCoopercabra 


GAIN TENURE 

The Faculty is looking for brave 
‘research assistants’ to join a team 
they are sending into the ruined 
Portland U campus. If you join up 
they'll pay you in a Special Eyes 
Evo-Vial, and if you survive and 
come back with useful things 
looted from the campus you'll get 
citizenship with them (which they 
call ‘Tenure’). 
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ROAD WARRIORS 


The Thrill-Kill Kult has recently 
absorbed another gang of radland 
raiders, increasing the number of 
vehicles and drivers they have 
roaming the region’s roadways. 
Will you try to avoid them, fight 
them, or join them? Joining them 
means forgoing all other alliances 
and giving up any citizenship, but 
you get to live in the fast lane. 


THE CHECKPOINT 
You must pass thropugh Jayeblam 
teritory, a checkpoint blocks your 
way. If you can pass for a baseline 
human and have a citizenship 
tracking chip implanted in your 
hand it should be no problem... if 
not, how do you plan to get 
through the checkpoint? Be 
warned, there are armed priests 
watching the crowd. 


PRESS PASS 

The Bunkerville Herald-Tribune 
newspaper has started sending out 
reporters, but everybody thinks 
they are spies. If you champion the 
free press you might earn 
citizenship in Bunkerville, but if 
you uncover a real spy plot you’ll 
earn favor elsewhere. The reporter 
sent to your area is Mary Brown, 
will you trust her? 


GOODBYE CHARLIE 


She was perfect: funny, smart, and 
beautiful. You became instant 
friends, then lovers; a whirlwind 
romance. Then one morning she 
was simply gone, with no evidence 
that she had ever existed. Where 
did Charlie go, and why? Was she 
kidnapped, or killed? What secrets 
did she have? Will you ever find 
Charlie? Was she even real? 


BERRI 2000 


A pre-war pleasure-bot owned by 
Commandant Kreig of the 
Swatmen has malfunctioned. If 
you (discreetely) find a new one he 
promises you a tanker of fuel from 
Jayeblam’s refinery. His second in 
command, Commander Heim, is 
keen to embaress and overthrow 
his boss and wants to conspire 
with you. What do you do? 


FIZZ2X8! 

A brand new drug is sweeping the 
wastelands, fizz2xs. It makes you 
feel like you can take on the 
world... it is also very addictive. At 
first it was cheap and readily 
available, but supply started to dry 
up and the price rose leading to 
outbreaks of desperate violence. 
You get a lead on who was making 
it, what do you do with the info? 


THE RED THIRST 
Only if you do NOT have the Gene 
Genie Evo-Vial evolution 


A skirmish with a vampire who 
was insane with thirst infected you 
with vampirism. Do you exile 
yourself to the Bloodlands, do you 
hide your condition and hunt 
closer to home, or do you search 
for a cure? If you find a cure, what 
then? 


THE ABBESS 
REQUESTS 


The Sisters of Perpetual 
Indulgence survived the Big One 
and their descendants live in an 
abbey that they built themselves. 
One of the novices has contracted 
vampirism, and the Abbess asks 
that you escort the novice to exile 
in the Bloodlands. The Abbess will 


pay you in valuable food spices. 
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A SAILOR’S LIFE 


The owner of the Salty Seadog 
contacts you, she wants you to be 
the new captain and hire a new 
crew. Diamond Jill, the owner, 
won’t say what happened to the 
previous captain and crew but the 
Salty Seadog (a converted 
coastguard corvette) is currently 
beached with suspicious sucker 
marks all over the metal. 


MYSTERY MACHINE 
Delphine was part of a crew of 
trouble-shooters operating out of 
Jayeblam. A year back they were 
waylaid in their blue and green 
van and it was stolen from them 
by raiders. Delphine’s girlfriend 
Violet was taken too. Delphine will 
pay you in four months of 
compressed MRE bars if you 
retreive the van and her lover. 


CYBORG UPGRADES 


A faction of phantomaton robots 
seeks to bridge the divide between 
the living and the (revived) dead 
by offering cybernetic necrotech 
upgrades. You’ll be harder, faster, 
tougher, stronger... but no longer 
quite human. Do you trust the 
offer of the haunted machines? 
What unforseen consequences will 
there be to saying “Yes” or “No”? 
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THE CULT OF 
NUKETHULHU 


A new religion has arisen in the 
irradiated former American 
midwest, worshiping a terrible 
entity they claim was released 
during the Big One. Evangelists of 
Nukethulhu have started arriving, 
full of holy zeal. Is Nukethulhu 
real? What do the cultists really 


want? What doom awaits? 
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JAILBREAK 


Jayblam has captured a vampire 
leader, Pink Durham, and will 
ceremonially execute her in public. 
The Bloodlands vampire tribes will 
unite and attack Jayeblam. Rescue 
her and save Jayeblam and earn 
the gratitude of the tribes, but 
prevent anybody from rescuing 
her and you pit vampires against 
fascists & deal a blow to both. 


THE CRAZY VIRUS 
People are staring to go mad, and 
the insanity is spreading like a 
virus. It is actually a psychic hive- 
mind consuming others body-by- 
body. You are the first to realize 
what is happening, so the hive 
mind wants you dead or subsumed 
asap. Do you try to ‘cure’ the 
contagion, flee, or find the psychic 
at the heart of the hive? 


THICK BLUE LINE 


Requires a working vehicle and for 
you to both be male and pass as a 
baseline unaltered human 

Earn citizenship in Jayeblam by 
bringing law to the lawless: join 
the Swatmen and keep Jayeblam 
itself orderly, or join the Highway 
Patrol and adventure beyond 
Jayeblam’s borders taxing ‘future 
citizens’ and dispensing 9mm law. 


SQUICKSAND 


A woman, Tonya Rustborn, 
staggers out of the Radlands with 
the tale of a new threat: a liquid 
creature of multifold exposed 
organs that burrows under the 
ground and acts like quicksand. 
Tonya lost a valuable cargo to the 
monster, and will sell you a map to 
it for 10% of her cargo’s worth. Do 


you buy her map? It’s expensive. 


TOMB OF TERRORS 


In the early years of the war with 
the vampires, humanity found a 
way to use human souls as the 
core of Als, creating the necrotech 
robots. But the early experiments 
produced some even darker 
outcomes. The installation where 
the experiments took place was 
sealed and buried under a ton of 
concrete... until now. 


SUPERSTAR 

The closest thing to a pop star in 
the new world, Jaq Q-T is a 
travelling bard. Jaq is coming to 
where you are, and everybody is 
excited. Even those normally 
enemies have a sort of unofficial 
cease-fire for the duration. A seer 
tells you that something terrible is 
about to happen, and you will be 
at the center of it all. 


GLAMALYMPIC ‘48 


Requires a working vehicle and not 


to be a citizen of Jayblam 
Glamazonia and New Lympia are 
on cordial terms as friendely rivals, 
and hold a yearly race. Each 
country offers you citizenship if 
you race for them, and riches if 
you win. Will you race, and if so 
for which side? Warning: the 
Highway Patrol is out in force! 


CITY RAIDER 


You have business in the ruined 
megalopolis of SeaTac, but what? 
Are you hunting for lost 
technology, seeking a fugitive, or 
are you hiding from somebody or 
something? Which unexpected 
face from your past is waiting for 
you in the dark allyways and 
ruined streets of SeaTac? 


THE NANOPRINTER 
Legend has that it can make 
anything! This lost treasure is 
saught by all factions, and it just so 
happens that you have come into 
ownership of a map that may lead 
to one. Will you try to sell the map 
to the highest bidder, seize the 
treasured machine for yourself, or 
help one of the factions of the 
wasteland get hold of it? 


X MARKS THE SPOT 


Captain Bigfinger of the Golden 
Phalange has a map to the lost 
treasure of legendary pirate 
Captain Krunch. The only problem 
is, he has neither ship nor crew. 
Help Cap’n Bigfinger steal a ship, 
sail it to Port Vashon, hire a crew 
of ne’er-do-wells, and go after the 
lost treasure. Are you up for an 
adventure, First Mate? 
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BREAKING NEW 
GROUND 


The ground collapses beneath you, 
revealing a perviously unknown 
network of subterranian chambers 
and tunnels. The walls here are 
covered in tiny writing. What does 
it say? Are you going to stick 
around to find out? Explore, or 
flee? And what is that noise you 
hear in the distance? 
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TW 
GLAMAZONIA 
NEEDS YOU 


The Glamazons are looking to 
expand their teritory, and for that 
they need soldiers and breeding 
stock. Not female-presenting? No 
problem, they have a special stock 
of Evo-Vials. Join up to breed or to 
fight and earn citizenship and a 
share of the prizes of war. 


SUPER SOLDIER 


Only if you have taken the Super 
Serum Evo-Vial 

A facility similar to the one you 
awoke in was discovered a decade 
ago by radlands raiders and the 
subjects within awoken. Those 
sleepers were testbeds for the 
military Super Serum treatment. 
Now wandering mercinaries, 
they’d like you to join them. 


HOPE & CHANGE 

The city-state of New Lympia 
needs farmers, builders, engineers, 
teachers, scientists (and warriors 
to keep radland raiders, vampire 
tribes, and the neighbouring state 
of Jayblam at bay). They may not 
have the resources of some other 
communities, but they are the 
most civilized group in the region. 
Will you apply for citizenship? 


PROFIT AND LOZ 


Requires you to be able to pass for 
baseline human 

The mutant psychic Loz needs a 
human-looking partner to help sell 
his goods in places that are 
unwelcoming to mutants. Mostly 
he sells medicines he makes, some 
work and some are pure snake-oil. 
Does the life of a travelling 
merchant appeal to you? 


THE MUTANT 
UNDERGROUND 


Bloodlines that have Evo-Vial 
evolutions but not the inhereted 
genetic stability of the Gene Genie 
Evo-Vial sometimes produce 
mutant offspring. A family in 
Jayeblam territory has hidden 
their mutant son for years, but 
now want to get him out. Can you 
help? Will you help? 


THE FACTORY 

Hidden deep underground in the 
Dark Hills region is the factory 
where many of the necrotech 
robots were made, and you’ve just 
found it. Sundowner Inc has long 
offered a reward for finding the 
lost factory, do you claim it? Do 
you explore the factory and iof so 
what secrets, horrors, and 


treasures does it contain? 
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ALIEN ENCOUNTER 


You meet a group of short naked 
grey-skinned humanoids that 
perfectly fit the old description of 
flying-saucer aliens. They cannot 
communicate verbally. They have 
advanced technology. Are these 
aliens, mutants, or something else 
entirely? What do they want with 
you? What will you do to help, 


hinder, or harm them? 


TRANSAMERICAN 


Requires a working vehicle 

One of your companions comes 
from New York and wants to 
return ‘home’. Will you make the 
trek across the shattered states of 
America, brave dangers untold, 
and be the first in a generation to 
see what lies beyond the great 
midwestern Radlands? If you map 
it and return you'll be famous. 


GLAMAZONIA 
RISING 


Only if you are NOT a Glamazon 
The Glamazons are on the war 
path, attacking small independent 
settlements beyond their borders 
and demanding tribute and 
obedience. A tiny village asks you 
to protect them... will you, and if 
so how? They can offer a hero very 
little in return. 


HEAD-CANNON 


Somebody out there has found a 
cache of Evo-Vials that grow a 
biological laser weapon in those 
that use them. So far just a few 
examples have been seen, but 
whichever faction gets their hands 
on the cache will gain a significant 
advantage over the others. Do you 
go looking for the cache? Do you 
aid a faction in looking for it? 
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THE CHASE 


Requires a working vehicle 


Somebody has stolen your ride! 
Thankfully you are able to find an 
almost-working vehicle, fix it, and 
start your persuit of them. It might 
take a while, but eventually you 
are going to track whoever took 
your ride down and steal your 
vehicle back. Who stole your ride, 
and what is their story? 


P-1-N-0-CCH-10 
Requires you to be a citizen of 
Jayblam, New Lympia, Paradise, 
Glamazonia, or Bunkerville 

A phantomaton that calls itself L42 
wants to live among ‘organics’ but 
finds distrust and hostility due to 
her violent past. If you act as the 
sponsor of the ghost-machine you 
will gain a powerful friend and 
ally, but at what potential cost? 
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THE LAST TRUE AI 
When necrotech was perfected 
and the souls of the dead could be 
harnessed research on Al stopped. 
The single sentient Al produced 
has been lurking in the ruined 
computer networks of Seatac City, 
and has decided to contact you. 
What does the inhuman artificial 
intelligence want, and why did it 
choose you to speak to? 


THE COURIER 


The courier T-Bird makes her living 


moving small high-value items 
from one settlement or nation to 
another for a price. Her co-pilot 
just died on a run, and she wants 
to hire you as his replacement. Do 
you fancy high-risk high-octane 
adventure on the open road, 
fighting off radland raiders, 
vampires, and canibal mutants? 
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GREENING WASTES 
The people of New Lympia have a 
plan to divert one of the rivers 
flowing out of the wild forest 
around Mount Raineer to irrigate 
wasteland and thus return it to 
fertility. Unfortunately several 
tribes of mutants adapted to 
desert conditions would need to 
be displaced. Do you try to return 
the world to how it once was? 
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CITY HUSTLE 

Requires a working vehicle 

A recent uptick in radstorms 
blowing in from the east has 
exhausted the medical supplies of 
New Lympia, and the city’s 
enemies know it. There is a cache 
of iodine in SeaTac, but you'll need 
to race to get to it before New 
Lympia’s enemies do. Get it, and 
you can name your price. 
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FUNTIMES TIM 
Funtimes Tim the Radlands Clown 
has decided that you will be their 
next victim. Tim will start by 
stalking and harrassing you, slowly 
escalating to violence, then torture 
and murder. Tim is your classic 
slasjer-style villain, complete with 
seeming unkillability. Can you find 
a way to put an end to the 
psychotic clown for good? 


BUILD-A-TANK 


It looks like Jayeblam and New 
Lympia are gearing up for yet 
another border war, and both 
sides are keen for any advantage. 
You know where the hidden 
Facility with its store of vehicles 
is... if you return there and build a 
few tanks for one of the countries 
you'll earn citizenship there (and 
become an enemy of the other). 


CAS 


* 
7 


t; y V4 
A Fil 


€ 


DEADLY VENDETTA 
The bounty hunter Mankiller 
Aberdeen is hunting you down, 
after all you did kill his brother. 
The thing is you have no memory 
of killing his brother. Do you have 
amnesia, is this a case of mistaken 
identity, or were you set up? 
Before you can solve the mystery 
you'll have to survive the hunt, 
and Mankiller lives up to his name. 


THE PLAGUEBORN 


A decade ago a plague swept the 
region, killing one in ten. Some of 
the children born around that time 
have started to mutate, those 
around them getting sick with 
plague-like symptoms to which the 
kids are immune. You come across 
one of the kids, exiled from his 
community... do you choose to get 
involved? 
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THE DELETINATOR 
The necrobots of the final war 
between humans (or rather their 
robot soldiers) and vampires are 
still out there, and one faction of 
Phantomations in the Bloodlands 
has decided that the true enemy is 
the living. You have been 
personally targeted for deletion. 
How will you survive haunted 
robot assassin war machines? 


THE LOST LAB 


A laboratory in Seatac City was 
responible for research that led to 
the creation of necrotech. Long 
thought permanantly lost, recent 
rumors say that it has been found. 
Every faction wants whatever data 
or equipment is in the lab, and to 
stop anybody else from getting it. 
Do you choose to get involved, 


how, and for whom? 


A BETTER FUTURE 


The long-lived ever-child oracles of 


HMS Victoria have petitioned their 
king to finally stamp out piracy in 
the Salish Isles, and to do so using 
you to bring peace and justice. 
What have the oracles seen? Will 
you accept the king’s summons? 
Do you help stamp out piracy and 
expand HMSS Victoria’s influence, 
or will you oppose the tyrant king? 


HILLFOLK FEUD 


Only if you have an Evo-Vial 
evolution psi power 

The Macfields and the Hickoys 
have been feuding on and off for 
generations, but lately their fued 
threatens to draw in all of the 
Hillfolk. The secretive Psion Clans 
will let you join them and teach 
you teleportation if you can put a 
permanent end to the feud. 
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HOIST THE FLAG? 
Sky pirate captain Bloody Maxx of 
the Iron Rain and his crew have 
captured you! He sees your worth 
and offers you a choice: join his 
crew for a year and a day, or walk 
the plank... and the Iron Rain is an 
airship and is currently cruising 
above the clouds. What do you 
choose? Of course, you could opt 
to mutany later or to fight now... 


GET HER HOME 

A deep cover operative for 
Paradise, Sal, approaches you. She 
has completed her mission, but 
needs to get back to Paradise with 
a time-sensitive package. If you 
can get her to Paradise in 10 days 
she’ll put in a good word for you, 
maybe you'll even gain citizenship 
if you can pass the exams. Just 
don’t ask about the package. 


A GREATER GOOD 

A being that calls itself The 
Scientist seeks to cure the various 
plagues and genetic instabilities 
that make life so difficult, asnd to 
that end has been kidnapping 
people to use as test subjects. Do 
you seek to oppose the mysterious 
and powerful Scientist, or do the 
needs of the many outweigh the 
needs of the few? 


THE NIGHT-RIDER 


A lone car has been seen around 


the same time and place as 
vampire attacks on small outlying 
settlements. Whoever the vampire 
is, they seem to be headed in a 
straight line towards the polace 
where you are. Who or what is the 
mysterious Night-Rider and can 
you stop them before they strike 
again? 


THE CHANGELING 
Important community leaders are 
dying in each of the nation states 
of the new world, assassinated. 
Tensions are running high, and it is 
only a matter of time before a 
region-wide war erupts. You have 
found evidence that a shape- 
shifting killer is responsible, but 
you'll need to catch them in the 
act to prove it. Can you? 
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RADSTORM 


An epic continent-wide week-long 
radstorm from the continental 
interior is on its way. Everybody is 
scrambling to harvest crops before 
they are lost, secure structures, 
and find shelter. What unique 
dangers does this radstorm pose 
to you? Who is going to use the 
radstorm as cover for nefarious 
deeds? How will you survive? 


LOST TECHNOLOGY 
You have a lead on a data device in 
Seatac City that the Tech-Miner 
Guild overlooked that ended up in 
the hands of the hedonistic 
Mallrats. If you trade for it (or 
steal it), you could use it to gain 
citizenship in any group, nation, 
city-state, or settlement. You’ve 
even heard rumors of a hidden 
utopian enclave called Paradise... 


KAT OUR DUST 


Requires a working vehicle 


A border war has broken out 
between Jayeblam and New 
Lympia, and both side have at 
least one low-yield nuke. Civilians 
beg you to quickly evacuate them 
from the front-line region. Can you 
help them, and will you? Will you 
fight in the war, and if so which 
side will call you “hero” after? 


THE CHOSEN ONE 
The Prophet of the Darwinians, a 
cult worshiping evolution itself, 
has decided that you are their new 
messiah. The old ‘Chosen One’ of 
the cult is upset about you taking 
their place in the cult’s affections. 
What exactly does the cult want 
from you? What’Il the old Chosen 
One do to regain their status? Do 
you even want to be a messiah? 
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CONVOY DEFENCE 
Requires a working vehicle 

A shipment of goods from the 
Tech-Miner Guild is due for 
Bunkerville, but the merchants of 
Sundowner Inc have put a hit on 
the caravan. Bunkerville offers 
citizenship to everybody who 
helps them get the shipment. Do 
you take up their offer? Why is this 
shipment so important? 


THE NIGHT FLIERS 
The Radvamps of Seatac City and 
Clan Nosferatu of the Bloodlands 
have formed a pact to take over 
Jayblam and turn its inhabitants 
into their own personal blood- 
bank. You’ve uncovered the 
conspiracy. The Jayeblam leaders 
don’t think vampires are a big 
problem, will you try to convince 
them of the danger and if so how? 


MUTIE RAMPAGE 
Most mutants are just people, but 
some are monsterous and evil 
creatures. A warband of barely- 
intelligent animalistic muties has 
united under a king and is tearing 
its way across the region. Do you 
go out and deal with them now, or 
do you hope that the issue 
resolves itself before they become 
your problem? 
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RANDOM EVO-VIAL TABLE 


Use this table to find out which Evo-Vials your companions find and use, or if you find an unlabeled Evo-Vial and decide to use it 


Roll Evo-Vial Roll Evo-Vial Roll Evo-Vial 
01 Longevity | 34 Digitigrade Legs 67 Toxic Spray 
02 Longevity II 35 Extra Torso 68 Chem Cloud 
03 Longevity III 36 Serpent Body 69 Flamer 
04 Resilience 37 Mantle 70 Claws 
05 Voric Blood 38 Extra Head 71 Big-Knucks 
06 Regeneration 39 Extra Flexible 72 Iron Scales 
07 Radcycler 40 Extra Eyes 73 Spine Spitter 
08 Energized Bunny 41 Extra Ears 74 Bone Blades 
09 Gene Genie 42 Extra Mouths 75 Barbs 
10 Brute Strength (1/2/3) 43 Hound Scenting 76 Psi: Telepathy 
11 Twitch Upgrade 44 Trunk 77 Psi: Hypnosis 
12 Runner’s Legs 45 Motion Sense 78 Psi: Animal Ally 
13 Speed Reflexes 46 Tremor Sense 79 Psi: Telekinesis 
14 Elven Grace 47 Audio Booster 80 Psi: Imprint 
15 Nimble Nerves 48 Echolocation 81 Psi: Thermokine 
16 Hibernation 49 Special Eyes 82 Psi: Remote Seer 
17 Greenskin 50 Magnetoception 83 Psi: Touch Seer 
18 XNA Boost 51 Electroception 84 Psi: Precog Seer 
19 Boosted Mind (1/2/3) 52 Shape Shifter 85 Psi: Levitation 
20 Heart of Ice 53 Beauty (1/2/3) 86 Psi: PKE Shield 
21 Dolphin Brain 54 Thick Skinned 87 Psi: Multi-Focus 
22 Silver Tongue 55 Soft Armor 88 Ultra-Survivor 
23 Camel Fat 56 Exoskel Armor 89 Serpentine 
24 Vulture’s Maw 57 Dermal Bone 90 Extremophile 
25 Long Tongue 58 Segmentum 91 Felinoid 
26 Venom Sacks 59 Bioluminescence 92 Chiropteran 
27 Fangs 60 Fur Pelt 93 Carcharhinid 
28 Gills 61 Chameleonic 94 Living Weapon 
29 Amphibious 62 Cosmetics 95 Tracker 
30 Wings 63 Gecko Pads 96 Crocmonsieur 
31 Extra Arms 64 Cnidarian Sting 97 Trans Treatment 
32 Extra Legs 65 Slime-Coat 98 Super Serum 
33 Prehensile 66 Eel Skin 99 Expanded Mind 


VISIBLE USELESS MUTATION RULE 


If you roll 100 the Evo-Vial has an odd interaction with your genetics or was a dud, either way it produces nothing of value but does 


give you a visible mutation of some sort. 


If you roll a duplicate then treat the second roll as being 100. The exception is for Brute Strength, Boosted Mind, and Beauty which 


you can get three times and you treat the 4" roll as being 100. 


If after your rolls you have Longevity III without both Longevity | and Longevity Il, or Longevity II without Longevity I, treat all rolls of 


2 & 3 as being 100. 


TREATMENTS RULE 


If you roll 88-99 you get a treatment, an Evo-Vial that bundles the benefits of multiple other Evo-Vials. If the benefits of a treatment 


gained from a random roll duplicate an Evo-Vial you already have or vise-versa, treat the solo Evo-Vial as being a roll of 100. 


MYSTERY BOX 

Requires you to have taken the Mysterious Orb from the Facility 

The mysterious orb that you are carrying seems to warp reality around it. 
The unlikely becomes more likely, the impossible becomes merely highly 
improbilble. This is a mixed blessing: your vehicle is more likely to not 
break down, but it is more likely to be involved in an unlikely accident. 
GET RID OF IT 

Deciding that your life is complicated enough, you choose to disposwe of 
it. However, every time you bury it or throw it into a deep hole or give it 
away highly unlikely circumstances occour to bring it back into your 
possession. Finally getting rid of it permanently will be hard, but if you 
manage it from that point on you'll have good luck. 

SELL IT OFF 

As unlilkely as it sounds, this orb is famous, an object of wasteland myth. 
When word gets out that you have it (and it will get out) expect to receive 
offers of outragious riches, to be targeted by bounty-hunters and thieves 
and adventurers, and for selling it to be a major quest. 

USE IT AS A WEAPON 

Detonating the orb will release a local destructive improbability wave a 
‘impossalypse’ or a ‘coinciclysm’. The closer the orb gets to being used as 
a weapon the more unlikely events will conspire to prevent its 
detonation. If you can figure out how to use it as a weapon you could 
wipe out a whole city-state. 

KEEP IT AND LEARN ITS SECRETS 

Bending probability is outside of what you know of science, and anything 
that is outside of science is by definition magic. If you can keep the orb 
safe and spend a few decades studying it you could unlock its secrets and 
learn to bend probability to your whims, achieving effects that others 
would describe as miraculous. 
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